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On our second birthday we celebrate the success of Alan Sugar’s CPCs 







THE MOULD-BREAKING MAGAZINE FROM FUTURE PUBLISHING. 


2 Getting more from your word-processor and printer _ 
A brilliant game with outstanding graphics, music and action 


BLOCKBUSTER! “ 
SUUTEEN AFTE? SCREEN (ot 
eo) 20 Si, . MOST 
.. ADLACTIVE AleCADT 
GAMES EVER!T'S TRUE TO THE ORIGINAL WITH SHARP ¢ -RAPHIC § 
- AID PLAY FEATUIPES SUCH AS LA/ZEeS, COAKCH AND HOLD 
FLONGATOR AND MUCH, MUCH MORE. THS 6 ARKANOID -— 
THE BEAL THING! AMSTRAD £4.95 COMMODORE £4.95 
SPECTIOUM 795 
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FROM TATIO CORPORATION 
COMES SLAP FIGHT AND THE 
LAST WORD IN PLANET 
COMBAT... MULT-SCREEN, 
REALE GRAPHICS AND ALL 
THE COWN-OP FEATURES 
“ADCECTIVE AND COMPELLING uy 
— YOU JUST CANT PU YOUR j 
AO STHK DOWN W a 
AMSTRAD [5 95 
COMMODORE £5.95 
SPECTRUM £795 
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YOU ARE ONE OF THE ELITE — A HANDRICEED, CRACK 
TROOPER IN BATTLE AGAINST A FORMIDABLE ENEMY 
YOULL NEED ALL OUR SKILL FO TAKE ADVANTAGE GF 
EVERY SITUATION, STAMINA TO KEEP ON GOING 
WHETE OTHERS WOULD FAIL AND COURAGE 

FO FACE THE CEASEESS BOMBARD : 
ENEMY TROOPS. Flee yi. e ARTILL ERY 
AND IF YOU SURVIVE ARMY MOVES YOULL 
HAVE SOME CAD TALES 




















F RO NT EF N D 30 An old rata gets teed in two. | 


NEWS @ LETTERS 





= | —T 3 ] Produce big, bold signs with Tasman’s latest 
07 Send me a postcard, drop me a line, stating point of 


new. Indic: cisely what you mean to say... Vill 
yon still need re, will you still feed me, when Frm 464? ACTION & ADVENTURE 





2-1 ot Me ji GAMES @ MAPS @ PILGRIM 
10 Help is at hand from the biggest-hearted, most helpful | 

people we know — our helpliners. Go ahead, make a 46 

Inend. = 


eb | 0) - = Mastergame 

te AMSCENE | Marvellous explosions and colow oraphics 
A look back at two years of Amstrad Action and the | 125-screen batile from the author of Equinox 

| CPCs, And a full report on the Amstrad Computer Show 











SERIOUS SIDE 


SOFTWARE @ HARDWARE @ PROGRAMMING 





' . rik I URK 
2 2 More on setting up the different word-processors, plus 
a look at printer control-codes and how to use them. 


25 Plagued by cassette, disk, printer or rom? Problem 
pages sort them out. 


i hy | # P| 
26" Poaniaiinns sector-editing, faster tracking... You name 
it: Max has it 





2 f ionet A sane: processor is updated with spell-checker and 
data-merge. 5 FIS STRIKE EAGLE 


A simulation of one of the world's most feared 






































27: 3 ZICON jetfighters. Take on some dangerous (and politically 
Ad neicua Memory Systems brings you another WIMP dubious) missions 
package 
28 ' FIRST CALC 5 A. space mission with solid 3D graphics from the 
Sort out your cash problems with Minerva's spread- ace programmers who brought you Sfargider and 
sheet Starstrike [] 
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INTERACTION 


CREATED BY YOU AND FOR YOU 


] "7 TYPE-INS 
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WRAPPING UP 
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COMPETITION 
Tou ve seen the film, read the review and ogiled the 
posters. Now enier The luving Daylights competition 
and win a Bond gadget 
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esp We take great care to ensure that what we publish is 
accurate, but cannot be liable for any mistakes or misprints. 
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JAMES BOND 0077 


THE AMINE DAYLIGHTS 
THE COMPUTER GAME 

















ALBERT R. BROCCOLI 
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THE LIVING [)AYLIGHTS 


Starring MARYAM d'‘ABO JOE DON BAKER ART MALIK and JEROEN KRABBE 
Production Designer PETER LAMONT Music by JOHN BARRY Associate Producers TOM PEVSNER and BARBARA BROCCOLI 
Produced by ALBERT R. . BROC U ‘OLI and MICHAEL G. Wil SON Directed by JOHN GLEN Scree play by RICHARD MAIBAUM and MIC HAE L G. WILSON 
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REACTION 





You get the last word on the previous issue .. - and the 
first words of this one. Keep those cards’n ‘letters comin’ 
4 ¢ ~~ 





BAI IE. 


You're welcome to ise electronic mail < 84:txt!52 on 
Telecom Gold or 045 874 O11 on Micronet - but do 
mention “Reaction” as well as your own name and Earth 


address. 


We cannot possibly reply individually, so please don't 
be offended: what we are busy writing is the next issue 
of your favourite magazine. If you have problems with 
subscriptions or mail-order, please write direct to those 
departments, which remain at the Old Barn, Somerton. 


By any other name ... 
“Amstrad Action” — what a fab 
nasne lot on: Aovateer wan. Gaice: 
ity is loling me. Please tell me 
who thought of this brill name! 


ringing pyc pesees 
Bur # was one of Chis Anderso: 
Bab Wade or Trevor Gilham, be- 
cause that was the whole of Future 
Publishing at the time (we are now 
neanng 40). Chris seems fo think 
it was one of his eureka-in-the- 
Bob was also quick nof fo adopt 
ware Tester." 





Hot & cold type-ins 

Gh a coblen ed citing execiina 
Excellent magazine, layout 

terrific, front cover marvellous, 

type-ins terrific and Action Test 

i tae ad ace 





wn Why does i ake 0 long t 





ted one back in Feb and haven't 
heard any more since. Perhaps 
you could run a feature on “All you 
ever wanted to know about a 
type-in” from when you receive it 
until it is published. 
(Come on, all you really want to mow is what 
they all do in the Bath. 

I wish you would stop inter- 


rupting me 
“Keep it short,” that's what they said. So stop 
now. 

All right, but what about it, 
people? Give us an insight into 


We ger an average of /,234,567 
obviously not enough pages to 


delve Rer-a quick look al each one 
and either uses if or stashes if in 
lus “to be returned" tray — which 
af the moment ib a cardboard 
bathtub as high as lus spiky black 
hair, 1.23 cubic yards. We have 
no clencal staff at the new editor- 
ial office in Bath, so Richard has 
only a few days af the beginning 
of each month — if he’s going fo 
Write your magazine — fo swim the 
flood. 


well say itt Type-ins received 





_erwise we'll assume you kept a 
copy (which you should do any- | 


way), and it's down the electronic 
drain. 
We've had enough on Man- 


'delbrot, bingo, light cycles and 
| * agnosie rule 
ins are still always welcou 





City mystery 

For the past few months | have 
been looking up Amstrad’s share 
price. In June it dropped from 
208p to 162p. As this is quite a 
substantial fall, [ would like to 
know if you have any ideas of why 


it happened. 


Stephen Parkinson 


London N16 


In bght of Mr Alan Sugar'’s recent 
cashigations of the City, which you 
may have read in the press, per- 


haps the City was repaying the © 
compliment. The main reason for 


the June drop was probably the 
reports on how weil the 


conflicting 
| Amstrad PC1512 was doing. Then 








if cu sidieu wagnuisa PC Pass tox 


even you) be inferesfed in them ail | wiser waffle on the subject. 





of the City | 


Thanks, Sue! 
Thank you fox the retucned Cina: 
poke from a certain Gorilla I had 








£14 on a disk we'd have to erase 
and use as a blank. 

It's nice that somebody looks 
try. We get nothing but hassle 
from them. I don't know whether 
saying “I don't think [ll ever read 
your great mag again” at the end 
one of your greatest readers from 


@ 1 am thanking Sue Taylor (of 
AA's mail-order office at Somer- 
ton) for her prompt action. I re- 
ceived the book The Working 
Amstrad only one week after or- 





 WTHISILL Confuse EM 
IN THE FUTIRE.. 


O immortality! 

Quite a few people out there are 
body read the hardback novel The 
Cybermetic Samurai by Victor Mi- 
lan? [ll describe the scene: A 
Japanese is clad in a blue kimono 
decorated with a whute flower-pe- 
tal pmnt. The sleeves are drawn 
tight and he has a black leather 
belt around his waist. On his head 
is a very futuristic barle helmet 
His concentration is on his compu- 
ter, the monitor of which he is 
almost caressing. This is the cli- 
feb Wade @ the bomg upon a theo 
it Queen Gheet wih & Coen - 


max. The computer is an Amstrad 
been covered with silver foil, as 
has the datacorder, but the ma- 
chine is still the same. 

AM Sugar, if you are reading 
eee ee ee 





now. We of the 464 are immortal. 
Simon Warford 
London SE] 


Hyperbole: axes grind 
Psst — wanna make some money? 

Bonzo Super Meddier is 
“guaranteed io transfer more 
games than any other program. 
The first person to find a more 
thrice their money back!!" (Nem- 
esis ad, AA 23, page 23). 

Siren's Discovery Plus (same 


who can find a more successful 
money back).” 

Now I am going to buy Dis- 
Meddler is more successful. When 
I have got my money off them I 
aang icine wuacpaniimas 

that Discovery Plus is more suc- 
cessful. That should leave me with 
about £38 profit. 

People complain about the 
hype on games, but what about 
aciverts like these two? All in all, 
I think it's rather stupid. 


The Nemesis ad is quoting Suen 5, 
esis seems fo prefer solecism fo 
Sirens seeming sexism.) 


Going on-line 


I am thinking of getti 
| want to get onto Prestel for news, 





REACTION __ | 


mission speed, which is fine for’ ted by a prea iend ae | Sie 4 
: | Wight art 


wiewdata services like Preste!l buf facturer into a “squirt the dirt off | 

not for some of the free bullefin-| the plate" game. Tobacco and | 

boards that operste-cn S000. | driuk adwertizenents woud lave | | ee 
You also need software and to be banned because of the age | 

a serial interface (the HS232),| group of games players. | 

which plugs in between your com- | Who knows? ki may even — 

puter and the modem. We use the pr i oe in 

Commstar rom from Pace Micro | | 


Technology, (0274) 48 8211, which | Or 





offer for £160 including interface 
and Commstar. Some modem 
packages throw in a registration 
on Preste! or Telecom Gold. 

And don't forget the jead fo | 
connect modem to interface, offen | 
the source of hassles, The correct 
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one sinks De suppied wih the | | 
modem. | 

If you confine yourself to 
evenings and weekends, and av- 


oid charged frames (which are 
always clearly marked), there are 
a local number and pay only for 
felephone time: about 60 pence an | 











hour af cheap time. 
a cin 
Nice to see you all at the Amstrad | wot BERS Ty 
show this month, but on the whole, HES HOOKED ON THOSE | 
hata disappointment forthe CPC |  ANDEL®ROT SETS..." | 
about everything was angled at | Guinness, anyone? __ AA 17- not exactly a decade ago! 
the PC or PCW. Even products 1 would like to tell Snoopy & You can stil! get if direct from the 
that could have applied, like mo- | Woodstock (Reaction 23) that I | programmer, Software Invasion, at 
dems and digitizers, were display- | hold the record for the most origi- 4 Sycamore Rd, London, SW19 
ed on/y for the business machines. _ nals: 279. No lie. 4TP; phone 01-947 S876. 
That's the last Database show that Jonathan Lee Amstrad versions of most of | 
| more ‘Hkely prt days fo find | 
* sesepptic he nage lee get them second-hand than in the: 
| my games collection. I have 240 | shops. Your last one sounds like | 
tapes and 38 disks. All are orig. | Missile Command, which hasn' | 
| been converted, as far as we 
| G Jones know. 
it Whitstable, Kent | 


| Anti-anti-e-mail 













"| Joining the stack 











| is 8 shone ‘there's endpethy 16 | 
[am a fairly new reader of AA | ; 3 1 
keti _ and the ful if utilized I 
Marketing man only just starting on steep very we Seo fully. I fined 
I have an idea to solve two of the | 
eRe Deniers a Tie Sones f 
| 
| 
One of my moans is the dificty | lor 
fiscorg of finding out people's electronic. | the real of 
iitin a Gace ee te tasers . mailbox numbers. ios biti) effects are so clever that I have 
be completely unobtainable. eee ee eee ee chortled with delight and played 
really fancy a copy - it reminds © e ly (as well 
from | me of a game | got absolutely | : : 
addicted to a few years ago called — 
Rally-Cross. This of course was an 
Toots wantrobe by Lee Chapman. Ossen. W Yorks 
| 





had an Amstrad and an Advanced 
Music System, and if he had spent 
less time practiging on his spinster 
in the attic, | am sure this is what 
he would have produced. 

My thanks publicly to Mr 
Baxter 
GW Duell 
Scarborough 


Well keep your onginal whiting 
on fle in case Johann Seb's legiti- 
male descendants send a writ. 


A poke for daddy 

Please do not send our Daddy any 
more games. He sits up all night 
and won't read us a bedtime story 
when he is trying to poke his latest 
game. Also, when he is at the 
computer he won't let us play with 
our fun-school games. We are two 
computer orphans, aged 2% and 
9 months. Mummy misses Daddy 
TOO. 

Emma and Katherine Hodges 
Barnet, Herts 


Very good handwriting for a fwo- 
year-old. 


Users, unite! 

Tam fed up with the constant battle 
that goes on between Amstrad 
owners and the owners of just 
about every other machine on the 
market, each saying their machine 
is the Greatest ever made. 


immortal scene 
There > been much i 
tif he MACaTINGs as to the 
future of the CPCs. The general 
com n that at least 
healthy e 
base 


i i a ij 
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See NSLS has bea 
large usel 
overseas, While smaller than Mr 
| Sugar would like, are also heal 
dees seems litte point in 
ISsconinuing a 

r £0 the argument oes 
ris not on the side ol 
t. The ZX80 and 

+ § only 
second-hand shons these days 


Hy 
LODE 12d) whi 


successi{ul pro 


‘in \ the Spec- 
trum was launched? 
naned: ta the ‘Aes 


for a 


AV hal hap 
s soltware? 
large user base 
ensuring the a ure 


CPC 


Jailable 


. —e 
we MUCH 


MITE 


complex 
+ next to unavailable: 


i" 
more than two months 


se oe oe 
TTT = 


Miaill-order is an 
nly one in the case 
s soltware — bul it 
roverbial 
what the size of 


Al n Stradi ¥ will qis- 


One day I will move onto a 
16-bit machine, but I will keep my 
humble litthe Arnold (violins, 
please) as it has given me pleas- 
ure beyond bounds over these last 
two and a half years, There should 
be no battling, only consensus, 
between the various user groups. 
How else can we get a system that 
if compatible across all users. If 
there are any CBM, Atari or Sin- 
clair users reading Amstrad Ac- 
fon, | would like to hear from 
them, 

[ challenge the computer 
manufacturers of the world to 
unite and produce a range of 
machines that are compatible with 
each other and unlike IBM 
clones -— are fully compatible on 
soltware. If the Japanese can try 
it with the fated MSX range, other 
world manufacturers can do the 
same, So get to it! 

John Gigney 

14 Greentrees Avenue 
Cold Norton, Chelmsford 
Essex, CM3 6JA 

@ (062)) 82 8396 


AA uber alles 

I've been a loyal reader of your 
mag since issue 2. Two years ago 
I founded the German Computer 
SBIvViICe In Stuttgart We're now 
offering help to the British readers 
of the best Amstrad mag we know. 
If theres anyone in the UK with 


any problems or tips, contact ws. 


Ve rat the 
The local merchants 
appear to believe, judging from 
the size of their stock, thal we 
will all rush out and buy Atari 
S15 
The software 

lerminate their support 
CPC - eventually. How much is 

2 produced for us any 


Ss a byproduct of a 
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for the poor old user? 
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to the Amstrad 
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the Official Amstrad 
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-WeELL TRATS THE MOST 


PERL 


Were really sorry about the 
“surrending” of Aimtix, which was 
brill too. 

We think the best CPC game 
available now is Bob Winner and 
are very disappointed about The 
Pawn (its graphics - we expected 
more }. 

Eai-Uwe Herthneck 
Ostracherstr. 4 

7000 Stuttgart 80 

West Germany — 

fre TT start 

Amstrad (good idea) and 
sold down the rive! 


oceqcicatior 


1 to USETrSs We must rely 
on 
The proposal is sin 
nechanics more complex 
oll ie, t 4 
as a start. | would be interested 
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oy ee oe wae, le f 
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=e ea ] a | “Herd 1 LreR 2 Le ea 
metnod ol sustaining a healthy 
interest in the machines. If we 
adnft by Amstrad and 


the soltware houses we ae PL 


national 


are casi 


writing software for use 
by others in the group — and I'm 


if the commercial 


carry on 


Ls | LT Gi ht Ge Cal i | pi 
establishment to shame in terms 


4 quality 


D Tesenti Ton and cc 
Me! rj atl ala! 


i # by BW ie aol: ; So Fh 5 
is there anyone out there 


or am | talking to the wall? 
Steve Martin 

14 James Street 

Gillingham, Kent, ME7 1DQ 
= (0634) 52166 


tri Ss aS a: ee 
ee a ee ae ae } i ai i 
What at rns af atQiads rae | fl fee & teure 


Wace ialoe Aor lal iF 
rour led Could fai 
from Acarn @ free 
Pca! FA SoS Lee 
i | ae 4 : : 1 
BEC model B has be 
“= a, | B arfos ' a 4 
seded iGia L fi ey uk ha a " 
fonal User } 
roe fo wilal 
od e 7 i F a 
ALTisifrad-ian Fi 


1 
F 7 a a " a 
more CPCs are pri 
a o® I 
TF Pace Pay c Fire ' 





STic ARTIST PRoc yeT |? 


REACTION 





Singapore's second 

It's very frustrating to wail to have 
the letter I sent you published. | 
thought it was well written with an 
appraisal of AA and Ami. I 
certainly hope to see my second 
letter published. Moreover, ['m 
sure you don't get too many letters 
from Southeast Asia. 

David Wong 

oingapore 


Wight, David, we don’. But we do 
get several hundred altogether 
every month and there fust aint 
room. Bul thanks for writing — i is 
encouraging fo know who our 
readers are. 


Swallowed by the sea 
AA 20's back page was an advert 
for Army Moves by Ocean. I'm not 
buying that, I thought, after buying 
many Ocean games that should 
have been dumped in the sea. 
Then pages 2 and 3 was another 
of those spreads advertising four 
games from Imagine: Mag Mar 
(excellent), Anny Moves, ... Hang 
on, that's an Ocean game. Matt C 
of Aintree tells me Ocean is own- 
ed by Imagine. Is this true? 
Liverpool 


AS true as saying (he Allantic is 
part of the Avon. 


No mods in Oz 

[ recently decided to get a modu- 
lator and power source for my 
6128. The green screen is great 
for typing out letters but detracts 
from games. At Billy Gyuatts, 
which ts about the only place to 
get software or hardware, | was 
very disappointed to find they are 
not made in Australia any more 
and that you need a different one 
for the 6128 as compared to the 
464. Could you please tell me 
where | could order one from 
England? 

I would also like to ask the 
big software companies how they 
think we teenagers get around 
$A50 for a good game like Ikan 
Wartiors| The prices are ndicu- 
lous! 

Stephen Path/Thunder Down Under) 
Neerim North, Victoria 


The 6/28 power supply would suit 
the 464 as well — i would just have 
@ spare disk-drive socket. The 
only one on the market here is 
from Amstrad pic, Brentwood, 
Essex, CM]4 4EF-. 

Since Ikari Warriors on disk 
costs £15 here and the exchange 
rate is 2.27, an Oz pnce of 34 
would be more like mt. $315 for 
postage? You could do befter by 
mail-order. 








REACTION 


| Th] Where eager Amstrad experts volunteer 
c P ine aid to fellow readers having problems 


» feel helpful, just send us your name, address, phone number (say so if you don't want it to be printed) and 
mS be ‘| 22, oe oe r | ie ‘af mF | = u ae a a it ae » ==, ~ s n Py = _ “= z 1 1 7 rir ryt fo, Ere a eae = Y] Tt | 2a pes be 
inf di I which you Wan te ne! i Please wk ri ‘= Cit ra | DOs Cal oer 44> back of ch oh! . OWT! Len vel ODE tha! SIT Dalry aCliril Lust ration 


re in the office. Send to » Helpline, Amstrad Action: 4 Queen Street, Bath, BA] — 


you are a king for help, make direct con tact with the appropriate Helpline ont pester your usually-patient (but 


essed) editor. By post, you must include a self-addressed stamped envelope for the reply: otherwise you won't get one 


= “ £ spurt hb es 


And if you telephone, stick to socially acceptable hours’ 


Michael Fwan Hall Bank, New Hutton, Kendal, Cambria, LAS OAU 


16 Treggers. Handcross, Haywards Heath W Sussex, RH]7 


Pat Winstaniey. 1] Hollington Way, Wigan, WH 6LS 


Jason Borns, 217 Victoria Rd. Bighes & Budeauw, Piymeowth, PLS FDe 


“lark Spencer. SHG Enterprises. room 7. 10) Owspring Bank Shetfield, $5 ONE Frankie, 103 Strathaven Read, Lesmahagow, Lanarkshire, ML1] ODN 
— (0742) J] 4053 


Si Carter, 6 Laurel Grove, Hoole, Chester, CH? JA 


Daren lackion ES Fitrherbert St. Warrington. Cheshire, WAZ IFN 


Andrew Perry. 5 Uplowman Road, Tiverton, Devon, EX16 4L0 “= (0664) 25 2414 


Cormac McGaughey. 1 Glenarin Rd. Cushendall Co Antrim, BT44 GOT 


Helen Saineers 7 Elm ve estoen Notingham NG) 1BU E I J qj 
Tim Mo. 1869 ‘Brookland Tens — York — Shields. Tyne and Wear. NEZ9 


Alastair Soon a Lawnmarket, Edinburgh. EH) fPF 
Lratg Thainsan a. Motherwell Scetland (0038) Sili 


Phil Mashield. 40 the Brow, Brecks, Rotherham, 5 Yorks. 565 IMP <F (0705) 54 305 
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; Ty SHEKHANA COMPUTER SERVICES 
+ = & = ~ S | ORDER BY ACCESS + VISA “Sheena HOTLINE 01-348-2907 (24 HRS) 


AMRAM-2 
AMRAM-2 is now in full production. 

It features a massive 32K of sideways RAM in TWO 
battery backed-up 16K banks, 4 ROM slots and | 
comprehensive driver software andfullbufferingonthe | 
inputs and outputs on the expansion port. 
AMRAN-2 Is priced at £79.95 Laser Base D4 o Pack 09 #8 
Including VAT & postage. Aendorny 03 agree te? an 
AMRAMNM-1 is still available at £39.95 d- 01 6 : | 

inc VAT & postage. 

MEGADRIVE available in TWO sizes, 514" and 312", 


Gives you a choice of disc capacities, 764K under 
AMSDOS and CP/M+ and 764K with CP/M2.2. 


312" £179.95 % Ree = 
Tornshavet - a. ae ES Dia: Wisars ti — a8 ae smo . 
514" £199.95 | | Soe seen ——— ae cers 
Both prices Include VAT & p+p D= Disk rermon available. pi- AT 1.975,02= AT 12.95,D3- 495 D4 AT 17.56 


: : | | . l offer while stocks last 3” disks box of 10 ‘26.95 inc. PP 
if you would like either of the MEGADRIVES with ecclesia sro 


AMRAM-2 please add £45.00 to the above prices. S.C.S. (A.A.), 655 GREEN LANES, LONDON N8 0QY 
AMDRIVE — What can we say!! 
still the best selling 3" SECOND DISC DRIVE 
for the CPCs at £79.95 Inc VAT & p&p 


MIDI INTERFACE 


Our latest release is the MIDI Interface for ANY true 
MIDI synthesiser 


PUACLOUGED IN Ue EUROPE 4 


(FOR AMSTRAD CPC's 4640646123) 





£49.95 inc VAT & p+p iggprotaaiiepets a: oo comet 
Software available for a range of Synths, please write or - REDEFINE ANY or ALL. KEYBOARD KEYS (ASWERTY keyboard) 
__allthe time! na i etn fo opty wt set city 
You will probably find yoursel using & for fun @ven though & nono 
SUPADISC — We are delighted to announce that we ns such a8 designing an ARABIC fort ot special sclentlic charactors. 
ree mens over Leicester based software company The PRINTER part of the prograrn will of course only work if your printer is capable of f 
TRADSOFT whose SUPADISC program received ee ee Oe ee ee ee, ee ae 
rave reviews in this magazine— PROBABLY THEBEST | | *™ttokwmene:7otaSuiconpam cues ep 
DISC UTILITY ON THE MA RKETS— Amstrad Action, | angen dec he henared OMPao0 2000. iow te domeiincing capably 
August |987 rectined Our Pras butte upgrade Wt _toslow) overcornes this problem on the 
P2O003000 you to me re character 
Available NOW £9.99 Inc VAT & p+p Ail the designing Is done “On-Screen” s0 you can see exactly what you are doing. Wher 
COMING SOON..SUPERPRINTER this will be fcroab and the printer, ons tape or disc and feload them at any te into a base program 
the best printer utility ever produced for the EF eer RC ae ares ne eens Pec poe 
Amstrad CPCs and will be avallable from The program also allows the user to redefine any oF all of the imyboard hoys. 
OCTOBER 15th at This feature  umelul tor thome who require an ASWERTY keyboard, 
£9.99 Inc VAT & p+p Avadatie on tape and disc The tape wersson 1S MOT trarestermte bo diese. 
We must apologise to all our competitors for the above 5 SE NE 8) ee 
two programs — ours refresh bits of YOUR SO nse I ind nn vn 
AMSTRAD that their's can't even find! Sorry chaps DMP-2000/3000 BUFFER UPGRADE KIT 
but when you want the best you've got to get it from The printer butler presently in the DMP2000/3000 is a 2k RAM. Most of this RAM is used 


Ms 3 by the PAntes Ooeraiing syiieT, on aver Sk ad Gulla space. Our upgrade KE contains 
STRADSOFT!! a new static RAM which wal bscesese We priter badler by 6k (about 4 pages of tees). Thi 
upgrade will also allow all of the Download Character Set io be redefined thereby 
wiowing the user io design hie own special characters for use in scenic and offer 
parece. The At kup with full pactora! in@inuctions to allow the amabieur to Carry ou | 
es Coen Moc Mcation. 


Prices {S.S0(UK) 6.75 (EUROPE) £7.50(RESTOF WORLD) 


GOLDMARK SYSTEMS 
51 COMET ROAD, HATFIELD, HERTS. AL10 0SY. ENGLAND 
Cheques in £ Sterling please (or UK PO). We do accep! EUROCHEQUES. 


TRAFFORD TECHNOLOGY CENTRE 
43 ELSINORE ROAD, MANCHESTER 


M16 OWG. TEL: 061-848 8959 
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This month is the second anni- 
versary of Amar 
tion. It’s also three years since the 
CPC 464 appeared on the com- 
puter scene. To celebrate these 
twin events we're taking a look 
back at a happy ey of 
Vis cleanin Cael 
AA memorabilia. 

In case any of you had for- 
gotten what an exciting two years 
it's been, or only recently bought 
a CPC, then here's a look back at 
October 1985: Amstrad Acton 
arrived in newsagents all over the 
the arrival of the CPC 6128 and 
death of the CPC 664 after just five 
months’ production. This trio of 
announcements had far-reaching 
repercussions — most senously for 
664 owners who felt betrayed by 
Amstrad and made their feelings 





trad Action's crea- 


lieve their eyes. It set a trend that 
many other publishers have fol- 
lowed. In the news was plenty of 
Was or wasn't a shortage of 3-inch 
disks. 
February 1986: no surprise as 
Elite scoops the coveted Master- 
game award. The arrival of a 
now-legendary hero — Sugarman. 
Rumours were rife of the impend- 
ing launch of an IBM-compatible 
machine, but as usual Amstrad 
Wasnt commenting. 
March 1986: the second Amstrad 
show in three months had us all 
tired out but not too tired to > play 
the Mastergame Indizry, 
first onginal classic on the CPCs. 
April 1986: Amstrad's half-yearly 
profits went through the roof 
again, over f2~m. Our feature on 
educational software concluded 
that there wasnt a lot around - 
and, sadly, that's still the case in 
1987. 
May 1986: What? Another cover 
cassette! This time with a free 
game and demos on it. The crogs- 
(Channel software invasion began 
with the Mastergame Ger Dexter. 
The PCW 8512 appeared and was 
promptly nicknamed the Fat 
Joyce. 
June 1986: the Batman playing 
guide to end all playing guides 
(until Head over Heels, that is) was 
sweated and slaved over, but what 
a great result! The big news was 
Amstrad's purchase of Sinclair for 
a pathetic £5m. This prompted 











» questions about the 464's future - 


Sm but it's still going strong today. 


the PCW 8256 was a sign of great 
things to come. “Biz Progs” made 
its second and final appearance 
before being replaced by the 
much more sensibly named Seri- 
ous Software. 

December 1985: things were real- 
ly starting to happen by issue 3 - 
the first Amstrad computer show, 
the first type-ins and an exclusive 
preview of Elite. By now AA had 
really found its feet — and so had 
Amstrad, announcing profits of 
over £20m. 


Christmas 1985: our Christmas 
issue looked a little different be 
cause it had a cassette slapped on 


the cover oo 
Eager readers could hardly be- 
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July 1986: the [BM-compatible 
rumour Was stronger than ever, 
but Amstrad continued to be non- 
committal. Yet another staggering 





















Two years on and gone strong 


playing guide (and late nights), 
this time for Spundiezy. 


the first budget Mastergame and 
showed the shape of the software 
market to come on the CPCs. 
September 1986: our first anniver- 
sary and the last appearance of 
an administrative nightmare — hi- 
score. It was also goodbye to the 
PCW reviews a5 Our sister Maga- 
launched. 

October 1986: a new image as we 
concentrated on photographic oo- 
vers, and did a special on music. 
November 1936: the Arn Studio 
made us all look at ou CPCs ina 
new way. 50 did the Spectrum Pius 
2 the CPC market was under 
threat for the second time. 
December 1986: one of our best 
covers to date: RpM found himself 
on the staff and digitized. Hot Tips 
made its first showing and has 
never cooled off. | 


| acTion 


Christmas 1986: another cover 
cassette, this ime with utilities and 
type-ins from readers as well as 
the game demos. Gauniiel was 
Mastergame and settled down for 
a long, long stay in the charts. 
February 1987: the Pagemaker 
cover and review were only the 
Start of a shill-running saga. 
March 1987: new features piled 
in — Helpline, Hackers Only, Rear 
View and a revamp for good old 


= Action Test. 
April 1987: farewell to one of our 


competitors, Amiu, that mag final- 
ly gave up an unequal strogglie. 
We even told you how to set up 
in the software business. 

May 1987: customizing your CPC 
proved to be one of our siller 
features, but the Mastergame was 








Plus 3. 


June 1987: Art Studio was back in 
also back in one of those mega 


September 1987: the CPCs and 
kicking and looking forward to a 
third year of nonstop action. 


@ To celebrate our second birth- 
day we're going to give away a 
precious prize: AA memorabilia. 
There'll be just one priceless prize, 
a collection of orginal map ari- 
work lovingly created by the art 
department, chromaling (ultra- 
glossy colour reproductions of a 
page), autographed magazines, 
photos of current and past staff, 
and any other goodies we can 
come up with 

To enter the competition you 
have to answer these five ques- 
tions about AA, for which a set of 
back issues may well come in 
handy. Readers who've been with 
us since issue one will find the 
questions easy. We'd like to aay 
a big thankyou to them especia 
and to everyone who has joined 
us since. 

White the answers on a post- 
card or the back of a stuck-down 
envelope (not forgetting your own 
address) and post to reach us by 
September 16: 

AA Comp, Amstrad Action, 
4 Queen Street, Bath, BAI 1EJ. 





l Who was the editor of the first 
issue of AA? 
2 What was the first-ever 
Mastergame? 

3 The first cover cassette had 
two games on it. Name one of 
them. 

4 The highest-ever Mastergame 
rating was 96%. Which game got 
it? 

5 What was the name of the 
section where readers gave 

opinions on games? ~ 
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Hot bargains 





With over 80 major exhibitors 
noisily trying to undercut each 
other at the umpteenth Official 
Amstrad Computer Show, the pun- 
ter had a field-day. The tempera- 
ture that July weekend was above 
90°F in the tent packed with man 
and machine, and money changed 
hands at an alarming rate. Whe- 
ther you were after a free Show 
Guide or just the best bargains 
around, the Alexandra Pavilion in 
North London was the place to be. 

Much of the show was domi- 
nated by PC software and hard- 
ware. Amstrad’s new PC1640 
grabbed most of the attention. It 
features the IBM-standard EGA 
(enhanced graphics adaptor) sys- 
tem which, according to many, is 
what should have been on the 
earlier PCIS5l12. To complement 
the new PC, Amstrad has released 
a new printer, the DMP 3160. It is 
identical in style to the DMP 3000. 





The difference is speed: 160) cps 
in draft mode. Cost is £154. 

It was encouraging to find 
many new products for CPC com- 
puters. Emphasis was on hard- 
ware and utility software. No 
games houses were present al- 
though several dealers shifted 
of games software. Mark Haigh- 
Hutchinson (author of the Highway 
Encounter series and more recent- 
ly Revolution) popped.im and 
showed us his latest, the long- 
awaited Paper Boy. The graphics 
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(by Paul Walker) are superb; ani- 
mation and scrolling are just as 
impressive. You'll have to wait 
until Elite sends us a copy for a 
full review. 

Romantic Robot, the people 
responsible for Multiface [], were 





there in full force. As well as 
showing off their backup utility, 
they also demonstraled an excit- 
ing new product called Rodos 
over two years work by Mathew 
Edwards (author of the RE game 
Whggier). Rodos is available on 
rom at an “introductory pnce” of 
30. It ig a new disk-operating 
system for the Amstrad. Director 
Alexander Goldscheider claime 
Amedos hasn't a patch on it. 

Al the standard Amsdos 
commands are present but have 
been enhanced, giving more con- 
trol over the system as a whole. 
And 55 new commands have been 
added. “The system is split in two: 
Rodos and RECS (rom extemal 
command system), said Alex. 

ladios makes disks operate up to 
three times faster. Subdirectores 
in true Unix MS-DOS style are 
possible: 60-track doves can be 
used with no extra software or 
hardware. And from what Alex 
said, RECS includes numerous 
utilities such as pmnter buffer, 
silicon disk, extended catalogue 
and formatter. Watch AA for a full 





review. 

Advanced Memory Systems 
was there answering queries on 
AMX Pagemaker. The debugged 
renamed Stop Press, 


Version, 


couldn't quite manage its debut at 
the show. Technical manager John 
Simpson had the answer: “The 
manual is being redone. New 
features have appeared in Sfop 
Press and others were not men- 
toned in the first manual.” 

Although Stop Press wasni'l 
ready, Ma»x was. This is AMS's £20 
disk-managment package, com- 
patible with mouse or keys. AMX 
3D Zicon was also on show. You 
draw in two dimensions: Zicon 
displays the result in three. £25 is 
the price. A curious bit of mer- 
chandise was AMS's rat badge - 
a brooch in the shape and colours 
of its new Mk Ol mouse. For £7.50 
you could have one pinned to your 
chest 

HiSoft displayed an impres- 
sive range of software — unfortu- 
nately there was nothing new. 
However, Andy Pennel stated that 
a product code-named “Fork” 
would be available soon. A disk- 
hacking tool, tt will be réleased 
under its true name, Knife Plus, for 





One of the loudest : stands 
belonged to Siren Software. Simon 
Cobb was there doing a roaring 
Grade with his Sound Blaster and 
three new products: Splock Trans 
IT (which transfers more recent 


Speediock-protected cassette 
programs to disk) at £8 on cass- 
ette, Discology (“the business” for 
backing up disks, according to 
Simon) at £15 on disk, T-shirts 
sporting the Siren Software logo 
at £5. 
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under the big-top 




















DISC UTILITY PACKAGE 


CPC 464 664 61/8 


Surprisingly, two companies 
dealing in educational software 
were there: Bourne Education and 
LCL. Bourne demonstrated past 
greats while LCL concentrated on 
the new. LCL had three packages 
previously unseen on the Amstrad: 
Primary Maths Course (for in- 
fants), Micro Maths (for second- 
ary-school students), and Mega 
Maths (for A-level students). Each 

A psychedelic show by EDS 
Electronics (makers of an 86-bit 
printer port, serial interface and 
Mini-Max modem) displayed a 
prototype of Micro-Party, an imput- 
output device that converts sound 
to light — ideal for discos and the 
like. Kevin Seymour, head of KDS5, 
said the product will be ready for 
general sale shortly. 

Siicon Systems displayed 
both Amram I] (the £80 phig-in that 
has 32k of battery-backed ram 
and four rom sockets) and a new 
Midi interface. Software for Vari- 
ous synthesizers is under develop- 
ment. Elsonic software was ready 
at the show; Tim Kay promised 
Yamaha DX7T software would be 
ready in a few weeks. 

The general opinion among 
exhibitors was surprise: CPC 
users were certainly lashing out 
on goods. Many stalls sold out of 
products and others couldn't pass 
it over the counter fast enough. 
You can expect to see many of the 
companies al the next show in 
Manchester in October. 5ee you 
there. 


For details... 
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COMPETITION 








“My name is Bond, James Bond Licensed to 
ill.” And, boy, does he have some weird ways 
of doing it in his latest film The Living Day- 
bghts. Gadgets all over the place, many of 
which crop up in the game. One particularly 
nasty device is a seemingly innocent ghetto- 
blaster that at the touch of a button turns into 
a rocket-launcher and blasts the bad guys into 
lots of unrecognizable bits. 

We got so completely carmed away with 
all this hi-tech wizardry that we decided to 
give one away. No, no, no, no, you don't get 
the rocket-launcher as well. What you do get 
is a superb Philips ghettoblaster with a 
compact-disc player, worth £250. You can see 
the mode] here in mecpngerigi action from 
the film, but owr moctel is lethal only for your 

Filia feature of the film is a neat little 
whistling keyring. We've got 20 runners-up 
prizes in the form of these gadgets that beep 
when you whistle, so that you need never lose 
a key again. Once again they don't do quite 
what they do in the film — we don't want to 
lose any of you now, do we 

JB is well known for his witty and cutting 
remarks, so We Want you to come up with 
captions or dialogue for these three stills from 
the film. They can be about anything you lke 
on the Bond theme. You've got to provide 
captions for all three pictures. 

The pictures are labelled A, B and C. 
Write your captions, labelled accordingly, on 
the back of a postcard or stuck-down envel- 
ope. Add your own name and address and 
send it to reach us by September 16: 

Bond Comp, Amstrad Action, 
4 Queen Street, Bath, BA) 1EJ. 





Misule-fining ghettoblarter in action 
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TYPE-INS 











Program made 
plain =a 


Discover a program's secrets: how it works, improve- 
ments that can be made and techniques worth remember- 
ing. This month we take a trip down memory lane... 





Memory 

You've played the card game; now play the computer version. 
James Church of St Austell in Cornwall has written an entertaining 
version of the old classic, Memory. 

The idea is simple: numerous randomly located symbols are 
placed face-down (in other words you can't see what they are) - 
there are two of each. Only two symbols can be viewed simul- 
taneously, You must hunt through the lot trying to pair them off. 
Tricky, because after you see them the symbols flip over -— unless, 
of course, you make a match. 


Spawn cls thn acca: Wacmunce ace the kigad vices Go ax ek 108 
side of the screen — these act as a grid reference. When prompted, 
enter a card's reference point: horizontal first. 


Space, the final frontier 


1 " Memory 

2 ' by James Church 

5 ' Amstrad Action Septesber &7 
18 GOSUB 78 " initialize 

28 G05UB 158 ' random selection 

30 GOSUB 280 ' print board 

48 GOSUB 368 ' play game 

5@ GOSUB 552 ' end of game 

68 ERASE place$,charS: GOTO 18 


There's nothing complicated in the first eight lines - you've 
seen it all before. What you may not have seen is ERASE. This 
command is used to wipe out the contents of arrays: to reclaim 
memory (ram, that is). The format is ERASE array name. 

If you try to dimension the same array twice in a program you'll 
get an error message - arrays are nasty space-grabbers. Get nd 
of them once they've served their purpose. + 


Te ' initialize 

BB RANDOMIZE TIME: PAPER B: PEN 1 

98 INK @,8: INK 1,26: INK 2,6: BORDER 26 

1828 BODE 1: WINDOWS1,1,48,22,25 

118 DIM char$(25),place$(18,5) 

126 DEFINT a-z: turn=@: sc=8 

138 FOR n=231 TO 255: charS(n-238)=CHRS(n): NEXT 
148 RETURN 


Kickstart 

Notice line 60 which starts with RANDOMIZE TIME, You have had 
that before — it selects the seed for the random-number generator 

The other two commands on the ne choose the background 

fo ound inkpots. In mode 0 you have 16 inkpots (ranging 
realy hs oie These Romie tet cache i eeaaly tok, Sachs 
inkpot can be assigned any colour from a palette of 27. Indeed, line 














90 demonstrates this by altering the colour held in inkpots zero, 
pdr PE At the back of the User Instructions is a list of numbers 
and the colours they represent. 

Windows are useful things. They can be thought of as tiny 
screens overlapping the whole screen. Text and graphics can be 
sent to windows — whatever's sent will remain there. If won't 
overflow into adjoining windows or the main screen. Instead of 
talking about window |, window 2 and so on, windows are assigned 
stream numbers. Stream numbers start at 0 and finish at 9. But only 
eight can be used as windows: stream 8 is for the printer and 9 for 
the cassette or disk. And before you ask, yes, you can send (and 

Windows are defined simply by WINDOW streas_number, left, 
right, top, bottom. To send or receive information a hash (#) 
followed by the stream number must be placed after the command: 
PRINT ES, "This is going to window six. 








The beat goes on 

Lines 110 to 130 are responsible for allocating space to arrays 
and filling them up. Note that char$ holds characters from 230 to 
255. These are the symbols used in the game - which you'll discover 


150 ° random selection 

168 LOCATE 15,12: PRINT "Please wait" 

178 FOR n=1 TO 25 

188 x=RNDO1O: y=RNDeS: IF x=@ OR y=B THEN 188 
198 r2=RND*25: IF z=@ THEN 198 

200 IF placeS(x,y)<>"" THEN 188 

218 IF char$(€z)="" THEN 198 

228 placeS(x,y)=char$(z) 

238 xx*RNOe 18: yy=RND*5S: IF uxeQ® OR yy=O8 THEN 238 
248 IF placeS(xx,yy)<>"" THEN 238 

258 placeS(xx,yy)=char$(z): char$(z)="": 
268 SOUND 1,200,18,7: SOUND 2,300,10,7: 
278 RETURN 


The random positions of symbols is calculated in linus 170 to 
250. Once all the locations are determined the computer beeps at 


Noise is achieved using 50U4), The command can have seven 
parameters. To keep things simple, we shall stick to the first four 
only: SOUND channel_status, tone_period, duration, volume. 

The sound chip housed inside Arnold has three channels or 
voices. This means it can play three notes simultaneously. The first 
parameter (after $0UND) selects which channel or channels the sound 
should come from. Tone defines the pitch, duration specifies the 
length of time the note is to be played, and voluse is obvious - 
selects the noise level. 


288 ‘print board 

298 CLS: c=1: FOR n=? TO 48 STEP 4: LOCATE n,1 
300 PRINT c: c®c4#1: NEXT: LOCATE 37,1: PRINT 18 
310 c=l: FOR n=2Z TO 20 STEP 4: LOCATE 1,n 

320 PRINT c: c®c#1: WEXT 

330 FOR n=3 TO 468 STEP 4: FOR w=2 TO 28 STEP 4 
540 LOCATE n,e@: PRINT CHRSC 145): NEXT o,n 

350 RETURN 


To position the cursor or text at a particular place on the screen, 
you need to use LOCATE - as in lines 200, $10 and 340. The 
parameters following it are stream number (not always necessary), 
x coordinate, y coordinate. To place the cursor at the top left corner 
ola wialien LACKTE 1. 1. 





WEEKT fv 
SOUND 4,188,18,7 
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Weaving 

Myrtle Green of Tewkesbury, Gloucestershire, has sent in a 
program that will be handy for anyone intending to repair or create 
new designs on wicker chairs, baskets or even threads — the listing 
lets you design weave-patterns. 

You are asked for background and three foreground colours. 
The foreground colours represent different shades of twine. Press- 
ing 1, 2 or 3 will display a length of “twine" in the colour you selected 
- vertically first, then honzontally. Keep pressing keys until you 
have a satisfactory design. 


1} " Weaving 

2" by Myrtle Green 

5" Amstrad Action September &/ 

18 MODE 1: ON BREAK GOSUB 468 

2O SYMBOL 248,8,255,255,255,255,255,255,8 

50 SYMBOL 249,126,126,126,126,126,126,126, 126 

AB aS=CHRS (248) +CHRS(32): FOR n=1 TO 14 

5@ acSsacS+a$: WEXT mn: DIM col(3) 

68 CLS: INK 1,24: INK @,8: LOCATE 2,2 

7® PRINT"Pick a background colour and 3 colours.” 

BB LOCATE 2,4: PRINT“ Enter their numbers: “ 

98 LOCATE 3,8: PRINT "Background”:LOCATE 12,18: PRINT "1" 
168 LOCATE 12,12: PRINT "2": LOCATE 12,14: PRINT "3" 
118 y=; FOR a=@ TO 5: LOCATE 16,y: PRINT SPACES(4) 
128 LOCATE 15,y: INPUT ">",col(a) 

138 IF col(a)>26 THEN GOTO 178 

148 yey+2: WEXT: FOR a=@ TO 3: INK a,col(ad: NEXT 
15@ BORDER col(@): CLS: PRINT CHRS(22)->CHRS(1): 

168 x225: FOR p=1 TO 3: PEN p: LOCATE x,23 

1/@ PRINT STRINGS(3,143) 

188 xwex¢+G:NEXT p:PEW B:LOCATE 23,23:PRINT” 1 é a 
198 PEN T:LOCATE 34,71: PRINT".” 





COB LOCATE 5,25: PRINT “Colour nusber " 

218 REM print rows down 

ee@ xw=G: FOR n=1 TO 14 

238 GOSUB 430:x=x4+1: RESTORE 298:FOR y=1 TO 21:READ chr 
24@ LOCATE x,y: PEN col: PRINT CHRS(chr);: NEXT y 

258 GOSUB 438: xn=x4+T:RESTORE 2B@:FOR y=1 TO 21:REAOD chr 
P68 LOCATE x,y: PEN col: PRIWT CHRS(chri;: WEXT y,n 





Here's an extremely useful type-in from Jeff and Rufus Cable in 
Ireland. The short program redefines the keypad enabling you to 
enter hexadecimal digits. This is ideal for entering other listings 
that have lots of data statements. Run it before typing in a data-laden 
listing. It defines the keys as follows: 


key Normal Shift Control 
#1 1 A 

t2 é 8 2 

'3 5 C L| 

4 by D te 

‘5 5 E ; 

Té é F 6 

; ; i 

Enter DATA 


1 * Hextype 

e ‘' by Jeff and Rufus Cable 

5 ' Amstrad Action September &7 

18 CLS: MODE 1: INK @,8: INK 1,15: BORDER 6 


2B KEY DEF 7,1,82C,826: KEY DEF €0,8,031,841 
30 KEY DEF £E,8,0832,842: KEY DEF 5,8,8335,843 
40 KEY DEF €14,8,834,844: KEY COEF €¢,8,835,845 
50 KEY DEF 4,8,036,046: KEY £88,"DATA “ 
















Mg 
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, ) : 618 LOCATE 11,28: PRINT “Another go?(¥/N) “ 
Dead end 620 IF INKEY(43)<>-1 RETURN ELSE IF INKEYT(46)<>-1 END 


368 "play game 638 GOTO 620 


378 PEN#1,2: LOCATE 16,21: PRINT “Turns="; turn When you've uncovered all the symbols a message tells you 
380 LOCATE#1,1,1: PRINT#1, “Co-ordinates: © how many moves you took. Line 620 waits until you've pressed Y 
390 CALL RBBB: INPUT#1,"Square 1 ";a,b or N in response to the “Another go?" prompt. The INKEY command 
460 IF a>1@ OR a<1 OR b>5 OR b<1 THEN 398 is used to interrogate the keyboard and report which keys are being 
£18 atetaxé)=-1: bietbeh}-27: PAPER 1: PEW @B pressed. It is much faster than using INKEY$ and, although harder 
428 LOCATE al,ol: PRIAT place$(a,b): PAPER @: PEN 1 to implement, is much more versatile. Tt can detect keypresses with 
43@ INPUT#1,"and square 2 “;c,d Shift or Control as well as normal, or it can be used in such a way 
4409 IF c>18 OR c<1 OR d>5 OR d<l THEN 430 that the Shift and Control states don't matter. It can even detect 
£58 CLS#1: cl=(ced)-1: dia(ded)-2 several simultaneous keypresses. 

468 PAPER 1: PEN @: LOCATE c1,qd1 The command is used like this: INKEY(key_number). It is now 
478 PRINT placeS(c,d): PAPER @: PEN 1 possible to decipher line 620. If you look at the back of the User 
680 IF placeS(a,b)=place$(c,d) THEN sc=sc+1: GOTO 538 Instructions there's a table telling you the key numbers for all keys 
498 turn=turn+t (it's reproduced on the 664 and 6128's case). Look up 43 and you'll 
S00 FOR n=1 TO 2808: WEXT find it represents the Y key. Therefore, if key Y tw pressed 
518 LOCATE al,bi: PRINT CHRS(145): LOCATE ci,a' (regardless of its state) return from the subroutine, But if key N is 
52@ PRINT CHRS(143): GOTO 378 pressed, end. 


It is this part of the program that lets you enter the coordinates 
of the card you wish to examine. Line 390 contains (ALL EBBB3-a | 
useful firmware routine that clears the input buffer. Anything typed - Mandelbrot ad diti on 










before the call is lost. Unfortunately the call has the adverse effect ey : Loe 

of making it impossible to break out of a listing. Roth 664 and 6128 i you ran last month's Mandelbrot generator, you showd have 

owners have a Basic command to do this: CLEAR INPUT. several screen images saved on cassette or disk. To load 
them back in pristine condition, use this shon loader 

538 ‘test to see if finished Unfortunately it got left out of the main article. Sorry. 






548 IF sc=25 THEN RETURN ELSE GOTO 3578 


Have you discovered all 25 symbols? If you have, then off to 
50 you go — otherwise it's back to 370. 


558 ‘end of game 

568 €LS: LOCATE 14,2: PRINT "You've finished!" 

S70 IF hiturn=@ THEN hiturn=1888 

586 IF hiturn>turn THEN hiturn=turn 

598 LOCATE 15,5: PRINT "You took “:turn;" turns" 

608 LOCATE 9,7: PRINT "Your best is "shiturn;” turns" 
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e7?@ SOUND 1,238,15: SOUND 1,436.15 

288 DATA 249 

298 DATA 269,32,269,32,249,352,269 

598 DATA 32,269,52,249,32,249,352,249 

318 DATA 32,269,32,249,352,249 

370 REM rows across 

$30 y=1: FOR n=1 TO 18: GOSUB 430: ysy+ 1: PEN col: x=? 
340 LOCATE x,y: PRINT acS: GOSUB 450: y=v+1: PEN col: x=8 
558 LOCATE x,y: PRINT acd: WEXT nn 

362 SOUND 1,238,15: SOUND 1,436,15 

378 PRINT CHRS(22):CHRS(B);: PEN 2: LOCATE 4,25 

380 PRINT"Another? Same colours <s> Wew <n> ™ 

398 cS=UPPERS(INKEYS): IF ¢S="" THEN 396 

408 IF c$="5" THEN 158 

£18 IF cS="N" THEN 68 

428 GOTO 392 

430 REM select colour to print row 

440 cS="": WHILE INSTR(” 1235",c$)<2: cS=INKEYS: WEND 
458 col=VAL(e$): RETURN 

S68 MODE 2: PEN 1: INK 1,24: INK 8,8: LIST 


[Op at=foug-baite) i= 





If you want to create an impressive title screen for your program 
then Paul James of Merthyr Tydfil has the goods. His listing hides 
the contents of the screen, draws a picture and then displays the 
SCTeen in an interesting fashion. You can wse this or similar effects 
to spruce up your programs. 


1 * Unscramble 

¢ " by Paul James 

5 * Amstrad Action September 67 

18 MODE @: SPEED INK 7,7: BORDER @:IWK 3,15,26:I1WK 4,26,15 
e@ " Hide Screen 

38 OUT EBCHB,45: OUT £BD08,0 

48 ' Print screen may be omitted 

50 ' or different routine inserted 

60 st=1: en=12: s=2: flag=§ 

re FOR p=st TO en STEP gs: LOCATE p+#1,p 

B8 IF flag=1 THEN LOCATE p,25-p 

90 PEN 3: PRINT"Agstrad”: LOCATE pt2,p+1 

108 IF flag=1 THEN LOCATE p-1,(25-p) 41 

110 PEN 4: PRINT"Action": WEXT: st=12: en=1: 
178 IF flag=@ THEW flag=1: GOTO 7@ 

138 ' Recover Screen 

148 FOR unsc=8 TO 48: CALL SBD19: OUT SBCced,é65: 
158 OUT BBDBO,unsec: FOR w=1 TO 68: WEXT w,unse 
168 " Finish or place rest of program here 

178 ' Press key to end 

180 WHILE IWKEYS="": WEND 

I98 CALL SBCOZ2: PEN 1: MODE 2: LIST 


g2-2 
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You're in the middle of a game, about to blast the trillionth penguin, 
and for some reason you have to leave the computer: there's no 
pause facility — &)"=r$% ».! 

CP Wooldridge of Dyfed to the rescue! Run his listing before 
playing a game. To pause a game (or any program) press Tab; to 
resume play press Capsiock. Now isnt that handy? 

Please note that this routine wont work with al! commercial 
software. 


1 * Freeze 

¢ ' by CP Wooldridge 

5 " Agstrad Action 

18 FOR 1=68468 TO &B48B 
ec READ aS: POKE 1,VALC"E"4+a$): NEXT 


20 AMSTRAD ACTION 


September i987 


38 MODE 1: PRINT"FREEZE INSTALLED” 

£6 CALL SB460: CALL GB466 

SQ OATA 21,91,04,06,81,11,70d,54,¢5,ef,b¢,21 
6@ DATA 8b,b4,11,85,00,01,05,08,¢3,e9,bc,21 
TO DATA 8b,b4,c3,ec,b¢,5e,44,¢0d,1e,6b,c8,5e 
BO OATA 46,cd,1e,6b,28,79,c9,88 


yey babab hate, 
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It's a while since we published a listing that uses palette switching 
to give the impression of slick animation. Giles Park of Leeds has 
come up with one that really looks impressive: stars go whizzing 
by, a diamond spinning in their midst. 


1 " Spinning diasond 

é ”" by Giles Park 

5 ' Amstrad Action September &7 

18 " #@@eSET UP SCREEN * COLOURS##e 

28 INK 11,26: FOR T=8 TO 15: INK T,T: NEXT: INK 11,26 
50 ' wweeDRAW STARS #eee 

48 MODE @: FOR R=1 TO 28: FOR E=18 TO 5 STEP -2 

50 FOR W=1 TO 3: MOVE -100+RND640,14+RND e408 

68 FOR @=1 TO 18: PLOTR EwwW,8,8: NEXT g,w,e,fr 

7a ' #eee DRAW DIAMONDeten 

Be coltri=i: FOR R=8 TO 9B STEP F 

98 FOR T=@ TO 368 STEP 9: DEG 

108 MOVE 3280+2009COS(T+R) 2884 10885 INC T+R) 

110 DRAW S520+280#COS (T+9O4R) ,2OO+ 1008S ING T*+9B4R) ,coltri 
128 DRAW 328,08: MOVE 3204+200*COS(T+#R) 208+ 1005S INC T+R) 
138 DRAW 3204+158#COS(T+#R) ,SBO+75SeS INC THR) 

140 DRAW 320+1504COS (T+R+98) ,SOO+75eSINCT+R4+90): NEXT 
150 ° ##ee SPINNING PART#eee 

148 coltri=coltri+ 

1/8 LF coltri>18 THEN coltri=1 

188 WEXT: coltri=2é 

198 FOR T=1 TO 18: INK T,coltri: INK T-1,8 

2708 CALL G&BD19: INK 18,8: WEXT t: GOTO 198 


Pattern 
jo) Kol an=y 4 





Here's a handy program for anyone with a plotter: it generates 
patterns and gives you the option of sending it to a Tandy plotter. 
Paul Bridel of Cullompton, Devon, is the man to thank. 
If you have a different plotter, a breakdown of the codes may 
help you write your own plotter driver: 
M CHRS( 17) sets text mode 
M@ CHRS(18) sets graphics mode 
@ $20 gives 80 columns 
@ P lets you mix text and graphics 
@ 4 means move pen 
@ | sets the ongin 
@ > for draw 
BH A to retum to text mode 






1” Pattern plotter 

e ' by Paul Oridel 

3 ' Amstrad Action September &7 

28" For Tandy CGP-115 plotters & compatibles 

30 MODE 2: INPUT"Step Value (@.1 to 6 are best) “satp 
48 " Screen-draw routine 


52 ORIGIN 328,200: FOR a=@ TO 23@ STEP stp 

68 ORAW a@SIN(a),aeCOS(a): NEXT a 

7@ INPUT “Bo you want a plot-out of this? “zplts 
BG IF pltS=""" OR pltsS="y" THEN 188 ELSE 38 

98 ° Plot Routine 

188 PRINT#S ,CHRSC 17): PRINT#S: PRINTER, CHRS( 186) 
118 PRINT#ZE, "SO": PRINT#S,"PStep Value: ":stp 
128 PRINT#E,"A248,-248": PRINT#S,"1" 

158 FOR a=@ TO 238 STEP stp 

148 PRINT#S,"D";aeSIN(a);","saeCOS$(a): NEXT a 
138 PRINT#E,"A": GOTO 28 


Revolving 


14g o—)-y- he f= 





Recently there was a short listing that moved a printed message in 
the shape of a sine wave. This month Kafe Aldridge of Essex has 
written a similar one: it moves a message in a circle. 


1 " Revolving message 

2 " by Rafe Aldridge 

5" Amstrad Action September &7 

18 MODE 1: DEG: TAG: ORIGIN 208,208 

28 INK 8,8: INK 1,8: INK 2,8: INK 3,8: PAPER @: BORDER B 
38 FOR Lp=1 TO 368 STEP 18: col=col¢1: IF col>35 THEN col=1 
46 MOVE 188*COS( 1p), 108*S5SIN(Lp),col 

58 PRINT “MESSAGE";: NEXT Lp 


68 INK 1,26: INK 1,8: INK 2,26: INK 2,8 
76 IME 3,26: IWK 3,6: GOTO 68 








Mark Bonshor of Loughborough has wmitten a simple word-pro- 
cessor. It is reasonably short, easy to use, yet powerful enough to 
produce a document. 

Use the arrow keys to move the cursor. Delete and Clear do 
the erasing. Use Controi-5 to save, Control-L to load and Control-P 
to print. Tab moves the cursor ahead five spaces, Shuft-Tab changes 
the case of the letter under the cursor. To justify a line press 
Shift-Delete. Finally there's Control-[ to insert a character-space into 
the text. 


1 * Text editor 

2" by Bark Bonshor 

5" Amstrad Action September &7 

58 MODE 2: WINDOW 1,88,2,25: WINDOW #1,1,88,1,1 

4@ PAPER #1,1: PEN #1,8:PAPER O:PEN 1: CLS: CLS#1: mapa=1 

58 CLS: CLS@#1: mapa=1: EVERY 188 GOSUB 588 

68 DIM texS(288): FOR f=1 TO 288: texS(fI=SPACES(88): WEXT 

7@ FOR f=1 TO 24: PRINT texS(f);: WEXT: a=1: s=1: tex=1 

BO PAPER 1: PEW @: LOCATE a,s: PRINT AIDS(texS(tex),a,1); 

98 aS=INKEYS: IF aS="" THEN 98 

188 PAPER @: PEW 1: LOCATE a,s: PRINT MIDS(tex$(tex),a,1); 

110 zeS=CHRS(241)+CHRSC 240) 4+CHRS(127)4+CHRS(13)+ 
CHRS(16)*CHRS (27) 

128 OW INSTR(zx$,a$) GOSUB 258,288,510 ,348,358,578 


138 IF INKEY(1)=8 THEN ata+l: IF a=81 THEN a=1: 6GOSUB 258 
140 IF IWKEY(8)=@ THEW a=a-1: IF a=8 THEN a=88: GOSUB 288 
158 IF INKEY(27)=128 THEW GOTO 488 
168 IF INKEY(68)=128 THEN GOTO 458 


178 IF TMKEY(36)2128 THEN GOTO 538 


188 
198 
2B8 
218 


228 
238 


249 
258 
P68 


e7@ 
288 
298 


388 
318 
328 
338 
348 
358 
368 
378 
380 
598 
488 
419 
428 


438 
TT 
458 
468 
478 


480 
498 
508 
318 


528 
538 
548 
358 
568 


578 
588 
598 
608 


618 


628 
638 
648 
658 
668 
678 
688 
696 
7o0 
718 
Tee 
738 
748 
758 


7ée 
r?é 
788 
798 
BBR 


TYPE-INS 





IF IWKEY(68)=32 THEN GOSUB 598 

IF INKEY(79)=32 THEN GOSUB 638: GOTO &@ 

IF INKEY(68)=8 THEN a=a+5: IF a>88 THEN a=88 

IF IWKET(24)=32 THEN MIDS(texS(tex),a,1)="8": LOCATE 
a,s: PRINT "#";: a=atl: IF af81 THEN a@1: GOSUB 258 
IF tex>eapa THEN sape*tex 

IF ASC(aS)>31 AND ASC(aS)<126 
Ctex$(tex),a,1)=a$: LOCATE a,s: 
IF a=81 THEN a=1: GOSUB 259 
GOTO 88 

If s<24 THEN s=s¢#1: tex=tex+1: GOTO 278 

IF s2#24 AND CexsZ68 THEN tex=teati: LOCATE 1,24; 

PRINT CHRSC 1B): LOCATE 1,24: PRINT texS(tex); 

RETURN 

IF s>1 THEN s=5-1: tex=tex-1: 60TO 588 

IF s=1 AND tex>1 THEN tex=tex-1: LOCATE 1,1: 

PRINT CHRS(11): LOCATE 1,17: PRINT texS (tex); 

RETURN 

eza-1: IF a>@ THEN MlOS(tex$(tex),a,1)=" * 

IF a=@ THEN a=88: GOSUB 280: MlOS(tex$(tex),a,1)=" " 
RETURN 

a=1: GOSUB 258: RETURN 

cS=texS(tex): zS=LEFTS(c$,a-1): xS=RIGHTS(c$,88-(a)) 
texS(tenJiz$+u0$4+" “=:LOCATE 1,3:PRINT texS(tex);: RETURN 
ceS=texS(tex): zS=LEFTS(c$,a-1): 2S=RIGHTS(c$,81-a) 
texS(texJ=z54" “+LEFTS(x$,LEN(a$)-1): LOCATE 1,5 

PRINT tex$(tex);: RETURN 

CL5: PRINT “WL@ 7 Y/N" 

vS=INKEYS: IF v$="" THEN GOTO 418 

IF UPPERS(vS)="Y" THEN PRINT #8,CHRS(27)4°u"+CHRS(1);: 
PRINT #8,CHRSC27)4"R"4+CHRS(3); 

PRINT “OK": PRINT “Printing!": PRINT: FOR f=1 TO mapa 
PRINT FB,tex$(f): PRINT texS(f);: WEXT: CLS: GOTO 78 
PRINT CHRS(13);CHRS(13):"Preparing To Save" 

FOR f=1 TO mapa: FOR g=1 TO 88 

IF MIOS(tex$(f),9,1)2" " THEM ALOS(tex$(f),9,1)= 
CHRS(255) 

NEXT: NEXT: PRINT"Saving...” 

OPENOUT “text™: PRINT #9,eapa: FOR f=1 TO mapa 

PRINT #9,tex$S(f): MEXT: CLOSEOUT: FOR f=1 TO mapa 

FOR g=1 TO 88: IF AlpS(texS$(f),g,1)=CHRS(255) 

THEM MlOS(tex$(f),9g,1)=" ” 

NEXT: MEXT: CLS: GOTO 78 

PRINT CHRS(13);"Loading...":O0PENIN"text": INPUT #9,mapa 
FOR f=1 TO mapa: INPUT #9,texS(f): WEXT: CLOSEIN 

FOR f=1 TO mapa: FOR g=1 TO 88 

IF MlOS(texS$(T),g,1)=CHRS(255) THEN MIDS 
(tex$(f),9,1)=" " 

WEXT: WEXT: CLS: GOTO 7@ 
PRINT#1,"TEXT EDITOR: Column: “sa;" 
CS=MIDS(TEXS(TEX),A,1) 

IF ASC(CS)>64 AND ASC(CS)<91 THEN MIDS(TEXS(TEX),A,1) 
=LOWERS(MIDS(TEXS(TEX),A,1)): GOTO 628 

IF ASCCCS)>96 AND ASC(CS)<123 THEN MIDSCTEXS(TEX),A,1) 
=UPPERS(MIDSCTEXS(TEX),A,1)) 

RETURN 

aS=texS(tex): oaS=a$: FOR f=1 TO LEN(aS) 

IF M10$(a$,f,1)="." THEN GOTO 880 

WEXT 

z=1: IF aS=SPACES(8@) THEN GOTO 880 

IF MIDS(aS,z,1)<>" “ THEN GOTO 698 

z=z+1: GOTO 67¢ 

rez-1: aS=aS+SPACES (2): aS=RIGHTS(a$,88): z=88: x=1 

IF MIDS(aS,z,1)<¢>" " THEN GOTO 728 

r=z-1: xu=x4+1: GOTO 788 

2-1: need=z: aS=LEFTS(a$,86-need): p=@: p=p+1 

IF p=LEN(ad) THEN p=1 

IF LEN(aS)=88 THEN GOTO 8828 

IF Alos(a$,p,1)=" " THEN GOSUB 786: p=p+i: 

IF p=LEN(aS) THEN p=1 

IF [INKEY(18)=@ THEN aS=oaS: GOTO 888 

GOTO 738 

cS=LEFTS(a$,p): vS=RIGHTS(a$, LEW (ad) -p) 

a$=c3+" "+vS: RETURN 

texS(tex)=a$: LOCATE 1,5: PRINT LEFTS(texS(tex) ,88);: 
RETURM 


THEN BIDS 
PRINT a3;: a=a+1: 


Line: “tex: RETURN 


AMSTRAD ACTION 2l 


SERIOUS SOFTWARE 





How to get the most. from your word-processor and printer 


This month we finish off the setup procedure, look at a 
few tips you have sent in and discover how to get the 
best results from a printer. 





Newword under CPM Plus 


CPM Plus has no direct equivalent to CPM 2.2's relatively nendly 
Setup program. If you want to alter colours, key definitions and the 
like then you'll need the help of several transient otiliry commands 
(found on your system disk). 

First, copy Newword onto a CPM Plus system-formatted disk 
- this can be achieved by using CPM 2.2's Filecopy or Pip. If you're 
using Pip, type this at the A> prompt: 


PIP a:*>fhWe lf 


This will copy all Newoord files (the star means “anything”) to your 
newly formatted disk — justfollow the prompts. You must also copy 
Palette and Setkeys (you'll find them on your system disk) to the 
new disk. Also copy Submit if you wish to create an auto-start disk. 

Palette, as-its name suggests, is used to select background 
and foreground colours. To alter colours you must supply para- 
meters after'the Palette command, like this: 


Palette 63,0 


This gives you a bnght white background and border with black 
text. The first parameter specifies paper and border colour while 
the second is for foreground (text) colour. In chapter 5, page 25, of 
the 6128 User Instructions is a table that gives you colours and their 
associated number. 


Key definitions 

The Setkeys utility can be used to alter the codes generated 
by the keyboard. For example, you can define function keys or 
change keyboard layout from Qwerty to Azerty (as used in France). 
The way it works is more complex than Palette, though. 
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A command file must be created using a text editor (that is, 
Newword or any other word-processor that creates a pure Asci 
file). Suppose you want to swap the pound (£) and hash (#) round 
and you want key f? to hold the sequence ‘5 (this saves the 
document and lets you carry on éditing it in Newword) then, fom 
within Newword, type: 





Save this file as KEYS.NEW. 

The first two lines illustrate reassigning a key with a single 
character; the last shows how to assign a string of characters. 

The first number is the key number, as found on top of the 
6128's drive casing. Then comes the key's state — whether it is typed 
normally (N), with shift ($) or control (C). In the first example we 
use § (as the hash is reached by pressing shift and 3). Finally comes 
the new character in quotes. Contro! characters can be used here 
by placing an up-arrow ({) before the letter. 

The last line consists of an € (this tells the computer that an 
expansion key is going to be assigned). Next comes the function 
key number — as listed in User Instructions chapter 7, page 22, these 
range from 128 (for 0 normal) to 159. The last thing to appear is 
the expansion string. 

To create an auto-boot disk that automatically changes screen 
colours, sets up the keys and runs Newword, then you'll need to 
create another file with the text editor. Type this and save it as 
PROFILE «SUB 








PALETTE 63,8 
SETKEYS KEYS.NEW 
Nl 
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Printer power 
After working hard on a document or letter, you'll naturally want to 
see it in print. But it isn't always a simple matter of sending the 





The Amsdos version of Profext lets you dump files to a 
Centronics (parallel) printer. If you own a serial printer, you're stuck 
- unless you have a routine that redirects the output. The CPM 
version of Protext is slightly more helpful: it has a built-in routine 
that lets you use a serial printer. 

You will know that typing PRINT or just P in Protext command 
mode sends everything to the printer (in draft mode). You should 
also have spotted that it leaves margins at the top, bottom and sides 
of a page. Tae ee ee 


i ea 
All change at def ault — =a 
Make sure you are in command. r iti: pe 
question “Set print options (Y/N, 








: rar Ve a er yes. A. list 
of options and their default setti drop.do eee 
to make changes../ is”) ec “aay ie 
Unless you need to d paper (which 
is normally availak aN 
(near-letter for the final 

son-comipat to alter the codes 
sent to the pri : 
copies of each d 


12-inch. veseupaneyrenebletage six lines ‘athe inch on it hyo te Okc 
paper you'll need to alter the page-length option to 72 lines. Unlesr 
you say otherwise, header and footer margins will take up some of 
these. 

Once you've finished altering the Setprint options, press 
Escape. Protext offers to change the control codes sent to the printer 
(for now say no) or to redefine characters (no again). Save all the 
changes you have made under a filename such as draft.pd. Then 
you won't have to keep altering options every time you wish to print 
a file from Protext. Of course you can save as many printer-cdrivers 
-dhtinderater teers For example, you could have one for draft 

uments and another for the final version. To load a printer-driver 
wap NP TS PEORIA ES EINE dratt.pd. 


Control codes 

You can type printer-control codes within a Profext document. 
These codes show on screen in inverse video, but not on paper. 
Control codes turn on and off certain printer functions such as bold, 
condensed or underlined. You type them as Control-X then any 
letter from a to z. In general the first occurrence of the code turns 
the chosen feature on and the second tums it off. So if you type 
§.ord§j the printer produces word, in italics. 
printers. And not every printer has the full range of features. So 
out. ' 





leaves eight unused (plus w, x, y and z, usable even though they 
don't appear on the screen)!). So if your printer has extra functions 
you can define these. You will have to redefine existing codes if 





your printer does 
To do this. again type the Protext command SETPRINT. Answer 
no to “Set print options?” and yes to “Change control codes?" Then 


type the letter of the control code you want to alter. You must now 
to type the sequence of codes for switching the function off. 

For example, the Mannesmann-Tally printer does not use 
standard Epson codes for subscript and superscript. So to set this 
up, press s from the “Define control codes” menu, enter the values 
27 83 88 to switch subscript on and 27 84 for off. For superscript 
pick t and enter 27 83 81 for on, 27 84 for off. 

At Amstrad Action we use CPCs (of course) and Frofext to 
write the magazine. The same control codes in our typing will 
produce a draft on a dot-matrix printer or, with printer Lino. pd, 
will be transiated into phototypesetter codes. 


SERIOUS SOFTWARE 


Next month we shall look at Protext's ability to have stored 
printer commands within a document. And printing from Tasword 
and other word-processors will be duly covered. 


Ways with words 

Do you have favourite tricks for getting the best out of your 
word-processor? Share them with other Amstrad addicts. Send them 
in to “Words Work", Amstrad Action, 4 Queen St, Bath, BA] JE]. 
Here is a selection of tips we've already recieved. 


Tasword error 
Having read your item “Tuning Tasword” (AA 23) I felt obliged to 
air my views. The Tasword 464 manual, appendix 3, describes the 
However, page 9 and pages 35-41 go into considerable detail 
describing how to customize and then save Tasword. As the whole 
operation is menu-dnven, | would suggest it a safer way than 
directly amending the Basic program. | 

I haven't got a copy of Tasword 6/28 and therefore cannot 
identical 


Bray, Co Wicklow 





Customizing Tasword 6128 
ee ee Tasword 6128 in 
the following way: 


20 KEY B, CHRSC19)4+CHAS (26) +chrS(24) | 
3@ KEY 1, CHRSC19)4+CHRS(26)4+CHRS (246) +CHRS013)+SPACES(9) 


+CHRS (C1) +5PACES (68) +CHRS(4)4+CHRS (248) +CHRS(6) 
40 KEY 2, STRINGS(5,29)4+CHRS(198)+CHRS(226)+CHRS( 198) 
+S TRINGS (4,13) +5PACES (39) 








Pressing Control-f0 resets the margins and clears the tabs - 
sdhiias Goncal ex thaske debe anleas Control-f] gives a left margin 
at column 10 and right margin at 70. Finally, Control-/2 pulls down 
the contents of notepad | at the beginning of your document. If you 
store your address in notepad 1 you get a letter heading with no 
effort at all. Once the address has been printed, the cursor will rest 
in the correct position for you to type in the date. 












Mr F 

Mr F Bloggs oy) ke : tena. to SB Brewhon Avenue. 
space shows on the /ai se spac © orints as a 
ser space, er at F Bloggs is 





aie aie ix caleas Bd sword , find. 

the side of your computer marked “on-off” ove thi F to the off 
position, take out the tape, throw it in the bin, turn to page 73 of 
AA 23, dial the number at the bottom of the page — (0458) 74192 - 
quote the number on your wife's piece of plastic saying you would 
like to order A203, and wait a few days. A package will land itself 
C Parsons 

High Wycombe, Bucks 
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YES, FORTY TWO POUNDS |S THE SPECIAL 
SUMMER PRICE OF THE MULTIFACE Two, 







Q: WHY WOULD I NEED THE MUL TIFACE Two? 






rer TT BEd of ih 28 4 





ino aiS0 to enable you to | 





A Alas) cally 10 Take fh ack-ups of programs on a 
Stuy, aller and cu Stomure them 


Q: OH, DO I NEED TO UNDERSTAND THE PROGRAMS rn THEM TO. 
MAKE BACK-UPS? 


A: Mi)! NOT w with The MILI TIFACE F a — if i art | ihe ) NI ¥ product or the market whech work ULI ty 
aUTOMAaCaTyY. TOU load any program 2 causal “se t lor as tong as you like and res ony wish to make 4 
copy you just press the MULTIFACE’'s red button and follow the menu and on-screen instructions 














Q: HOW DOES IT WORK THEN? pec idage ach USER. FRIENDLY? eaggee oleae IDIOT PROOF? GUARANTEED? 

A: YES! It works a treat and it could not be easier he men W gives four basic opto 0 SAVE a program, to RETURN to beaeianes t to JUMP (say to your own routines - 
invaiuacee Tor hackers) and TOMO to access the MULT OLKIT set ot tan utili mes. For example pressi sing Sto > SAVE will allow you to MUAMIE the back-up and then fet you 
save a PROGRAM or jus! | SCREEN ') TAPE or DISK Before the saving itself, MULTIFACE compresses aanveenalan! that { tales the least amount of space on tape/disk 
and will re-load as quickly as possible. Once a program is saved, you can RETURN or JUMP. use the TOOLKIT to change it. SAVE it again, etc 


| DON'T You CORRUPT THE SCREEN UTTH YOUR MENU. se thcientclehgerae PULL DOUWN WINDOWS, ETC.? 
ANNO. MULTIFACE TWO has its own memory (BK ROM & &K RAM) and alot more hardware - thus when it finishes its job or when you re-load jour back-ups everyting is FULLY 
thes takes Quite 


and AUTOMATICALLY restored. NOTHING else can do thes and on all other devices you will need fo try to restore the screen: its modes. colours. windows etc 
some time and effort and the faiiure rate is high 


Q: OK, SO MULTIFACE CAN COPY FROM TAPE TO DISC, BUT CAN IT ALSO COPY FROM TAPE TO TAPE c ) 
A: Of course it can. MULTIFACE saves either to tape or disc and it saves whatever happens to be in the computer al thal me if Goes not ma "er W hether it was orginally saded (rom 
tape of disc of even typed in, so all combinations are possible 


Q: SO FAR SO GOOD. BUT CAN TI DO ALL THIS WITHOUT THE MULTIFACE? 

A: ABSOLUTELY NOT! First, you need a hardware device, a “magic box", to be able to stop and copy any program at any stage - no software-based copier can in principle ever do thal 
Any tapedise copeer will just try to copy a tape as its — if there are unorthodox leaders. speediocks. protections against copying sic you | end up with a problem — but not with a 
back -t P you wish to back-up any game af any port, be it upon loading or atter going through the lensiock of half-way through, if you wesh to poke ufinite lives and then save etc - 
you just can ft do anythang ine it with taperdisc copiers — you need the MULTIFACE! 


Q: MULTIFACE IS NOT THE ONLY ‘MAGIC BOX' ON THE MARKET — WHY SHOULD I BUT IT MORE THAN ANYTHING ELSE? 

A: There are four dewices on ine market: Action Repla ay by Date! Electronics, Disc wi izard by Evesham Mecros, Mirage Imager and MULTIFACE TWO. Each manufacturer would naturally 
argue his product ts the best buy — fortunatety (for yx and us) MILAONE! recently ¢ compared aii four units and MULTIFACE TWO came out the best in iherally all respects: the most 
successiul one - 100% !', the ONLY AUTOMATIC 0 NE. the FASTEST ONE both in LOAD NG AND SAVING tha, the one talang the | EAST ROOM when saving — and you still get a couple 
OF EXTHAS: a RESET button and an extensive and unique MULTI-TOOLKIT = 
















The summary of MICROWNET tests: “MULTIFACE TWO from ROMANTIC 
ROBOT wins — on all fontures! tis faster, more convenient, more 
ind has more fac Melt es! 


MULTIFAC EE TWO sty : tures! itis ta 
SIMPLY MAKES bee rrr } 
LIFE WORTH 
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| fivbeoulous. pou may aay, but fo works every | : 

tume Moltface Can ep any Program Wh is F 

Wicks and save the program from memory oo 

—_ ; = ' io ecthe: tape of disk b's completely fool &s 
DISK oO [ik A proof Sunular product have had probbems ms : 
WIZARD | ny with screen size, colour and even sound oe 
ae SOF RR ph a Mulnface can handle all these without 4 i 
second thought : 
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RESULTS 


Success Ratio 
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That alone would have sahehed many Fea”. 
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Name & address 
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Switching on Roms 

I have an Amstrad 6128 with romboard and several roms. As you 
are aware, roms take up memory needed by much commercial 
software. As I have Profext on rom, 1 can switch off all roms except 
the disk rom using :R0*ON7. I have tried to use this command in 
small program, however, once the | ROMON? command has executed, 
the rest of my program disappears. Is it po <i to switch off 
unwanted roms from within a program, or am | stuck? 

MI] Ellick 

Nailsea, Avon 

The :RO#ON? command performs a sofl-reset: anything in memory 
The small routine below wil! achieve the same as | ROMON? 
held in memory 


-= | Pak . 
is iOST 


bur retains informafion 


Printer trouble 

| have recently purchased a second-hand Epson MX80 F/T printe; 
What I would hke to know is whether or not it is capable of graphics 
I tried using it from Mini Office I] to produce a piechart. All I got 
Was a jumble of characters 

5 Hodge 

Shirley, Southampton 


Unfortunately the early MX range of printers were incapable of 

graphics printing. New roms can be fitted that allow grapiucs an 

other fearures You can get a set of three upgrade chips from PNP 
| 


Cs fn ol ae gy 


Micros, (1-6/7 /63] 


Recorders are no-go 

Please could you help? I am another of those fed-up 6126 users who 

cannot stand tape-recorders. Mine annoys me immensely. | have 

one, yes, just one, piece of soltware on cassette - and it wont load 
My tape-recorder has four sockets: Monitor, Line in, Remote 

Mic. The connecting cable has three: one black and two grey. One 

of the grey wires is slightly smaller than the others. Which goes 

where? | despair, I have tried every combination. There is also 

volume and tone control. Do these affect loading’ 

Daniel Berman 

Liverpool 


Yes, the external cassette-recorder that 664 ance 6/28 owners need 
causes Mm r £ I The smai/ grey wire connects info tne 
Remwe soc a | have fo juggle with the sehae fwo: ane goes 
info Line in, the othin info Mic. If nothing happens one way round, 
(ry uf the other. Move (he fone control fo full pene volume fthree- 


ra 
Quarters Of ihe Way up 


| pa ccyile los Mer-te- Pele gh t= 

I would like to know if and how the extended cassette-catalogue 
program in issue 18 could easily be converted to operate on disk 
files 

Louis Thorne 

Peterborough, Cambs 


it isn't possible to convert the cassette-calalogue routine: i consists 
of calls to the cassette operating system. However, below ‘s a short 
routine thar will give extended information on disk files 

The program wil give a directory of the programs on disk: you 
must enter the name of the file you re wferested in 
nonexistent filename or garbage, you ll get false data 
qiielesisi Mme ri As it stands, the program works for drive A only 
Altering 14 in line 50 to \6 will Jet you use mw with drive B 


if You enter a 


rubbish 7, 


the character. Here is my coding 


Lofty enigmas with Arnold never 
(well, hardly ever) leave RpM spinning 


ls WERT 


THE \ Pe T 


ee 


= ai i i 
EERLaFoog!/s 


lL) ) HERS PEER 


characters 
| need help. I am trying to define my own characters from 
machine-code. [ have established that to do this 1 have to set up a 
matrix table using TXT SET # TABLE. Then TXT SET MATRIX to define 
t doesnt work. Why? 


anon 
7h ©! © 


Dave 
Liverpool 


The DE register pair contains the first character in the table: D 
should not be set to one - if anything it should read zero. You have 
ser the table address far too high in memory. In fact, you've located 
if] Screen Miermory. afiy ning anon MOlVving character prinfing OF 
or graphics funcnons will clear the table — and all characte: 
definitions from value 125. You have aiso missed a RET instruction 


Perhaps you have an origional probolemi? AMSTRAD ACTION 25 





SERIOUS SOFTWARE 


Advanced Memory Systems, £19.99 disk only 


The 16-bit Macintosh caused something of a stir when Apple 
Computers introduced it earlier this decade: man communicated 
with machine via a mouse. The keyboard almost became redundant 
~ Operations were performed by moving a pointer (controlled by 
the mouse). This friendly environment of windows, icons, mouse 
and pointer was given the acronym WIMP. 

to bring WIMPs to 8-bit micros such as the Amstrad CPCs. Others 
followed: AMX Pagemaker, ID Zicon and now Max. Max is a control 
panel through which you can access al) functions of the standard 
Amstrad disk-operating system — such as formatting and sector- 
editing — without having to remember obscure commands. 











Cinna the WIM 

WIMP stands for windows, icons, : alae id pointer. The 
mouse is an input device - an upside-down trackball with its 
tail plugged in. Instead of entering instructions at the key- 
board you roll the mouse around your table, causing a pointer 
to scuttle across the screen. Once the pointer is resting on 
an icon (a small picture representing, for example, a printer 
or disk drive) you “click” the mouse button and a menu pops 
down, where you can click on further options 






















Max pull-down menus appear at the top of the 
acreen and several icons come fo rest on the right. A window 
announcing itself as Control Panel gets ; 





redefine keys or select joystick or change the sensitivity ofthe input 
device. Bay CEES YOU ANE CaN D8 SePeS. sO ee ne You 
load Max it will be set to your liking... 3 

Max qperates ik Gin bighseN mode and is qucticaly 
pleasing. The icons are well designed - some are even amusing. 
The way windows appear andidisappear is stunning. But what really 
makes Max shine is that it Can open windows anywhere on the 
screen and enlarge or reduce them. Icons can't be moved around 
- a pity. 
Guided tour 

The control icons on screen-nght cause windows to open. The 
topmost icon gets you out of Max and back to Basic. The next 
represents a disk drive. It has the letters A and B underneath. 
Clicking the pointer over a letter selects either first or second drive. 
A further click will produce a window showing the disk's directory. 
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nlonked in the middle of 
the screen. From the panel you can alter ink and paper colotirs, 







The directory is displayed as a series of icons with the file's name 
beneath. For example, binary files show as an apple with a bite 
(byte) taken out of it; an assembly file is pictured by a chip. 

Below the drive icon are a group of four that give certain control 
over windows: windows can be enlarged or reduced. More than 
one window can be open; by clicking the correct icon you can 
shuffle between windows or swap between the last two opened. 
ie possible 00 xen either Basic oc machine-code promwerss 
from within Max by first selecting a file and then clicking the “run” 
icon. Max is the only program | know of that offers this function. 
And extremely handy it is too. 

The other icons, bar the trashcan (you erase files by putting 
them in the bin), are duplicated in the pull-down menus. 


Drop ‘em, buster 

The first pull-down menu, File, includes options for lock 
(equivalent to read-only), unlocking ecg) = pone (j 
won't see the file in the directory lis 
ee ee 
Ascii and so on) or alphabetically. 

From the Disc menu it is possible to copy or f a disks. The 
copier is held in a program separate to Max. Unfo it doesn't 
use the WIMP environment, which mars the overall effect. You have 
lo reload Max. 

Also included in the Disc menu is a powerfli 
matier any sector), you can elect to view (and 
belonging to a particular file. r 

The remaining menu is System. It allows'You to alter the current 
user number. 

There is much more to Max: mitifiple erasing, fle copying, 
extended file information, hard copy of the directory or sector... 

Although AMS tends to jump the gun, advertising or releasing 
products too soon, you are always guaranteed a well-written and 
Standard, Max being no exception. It is a utility that looks good, 
performs well and has a wealth of features. Deserves to be seen 
on your Amstrad. 








— 










Desperately seeking Max 

offices long before the product was ever invented. First AMS 
splashed. “AMX” over its wares - the letter X is far trendier 
than S. Téchnical manager John Simpson explained: “It all 
goes back to when Alex Biok designed AMX Pagemaker. He 
created a cute mouse icon at the top nght of the Pagemaker 
screen. After performing the AMX shuffle it was given the 
~ fame Max the mouse.” And now Max “quick-click” Mouse 
lends his name to AMS's most recent product. 





Advanced Memory Systems @ ((8i25) 4] 350) 
16h Widertpool Causeway, Waringion, WA4 &OA 
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@ Windows open and ciose 


beautifully. 
Ce ee ee 


@ joystick or keys will do, if you're | 








Create chee tisiehsiona drawings with 
this package from the makers of Max 


AMX 3D Zicon 
Advanced Memory Systems, £24.99 disk ~ needs AMX mouse _ 


But for a few packages such as Pagemaker and Max, there is 
precious little software that makes use of the AMX mouse. This is 
a sad tale, for the WIMP (windows, icons, mouse and pointer) system 
is one of the more,pleasurable means of communicating with a 
computer. im thankful Advanced Memory Systems has kept 
| } iow Dut steady stream of WIMP software. 3D Zicon is 







ne nat seer to have missed many reviewers eyes. 
™ --2e6n is a graphics package that resembles Amor's Mode! 
Universe — it lets you create vector or wire-frame graphics in three 
planes: x, y and z (is this why they've prefixed “z" to “icon"?) Make 
sure you have a pet rodent before heckling AMS — Zicon requires 
one of these creatures harnessed to Arnold. 

Zicon's front panel consists of icons (small pictures that 
represent anything from a wastebasket to a calculator) and a pointer. 
You move this arrow by rolling the mouse over a desktop; when 
ifs pomting to the option you want, tap one of the mouse buttons. 
A window then drops down and displays a menu — all in true WIMP 

Most of the screen area is for your design. There are command 
at the top. There are four of these menus: 

@ File lets you load, save or catalogue files. 
@ From Utilities you can create tubes or spheres, or edit your 





fs ens ee the distance from PDair ae rotation, distance 
moved when selecting zoom icon or angle of rotation when using 
the rotahon icons. 

@ With Output you can dump pictures to printer, screen or plotter. 

The command icons enable the model or design to be rotated, 
zoomed or repositioned. They are split into two distinct groups: the 
Sxat lets you state the model Mm aither x, y or z planes — both 

cwise and anti-clockwise, You can also zoom toward or away 
trom the centre of rotation. ‘The suctid Ghoun moves the wicdal 4) 
down, left or nghi. 

Although Zicon doesn't have an outstanding number of func- 
tions, complex designs can be produced without much trouble. 
Zooming or rotating a picture is slow, especially if is made up of 
many lines. On all other fronts Zicon performs satisfactorily. 








Advanced Memory iysieme @ (05) 4) SO! 
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@ Uses friendly WIMP environment. BL Bator. 
@ Simple to produce eye-catching 
| lesions 


FEQUIFE 
| aoe operations stow th 


program 











Bargain’s the word 


Brunword 6128 
Brunning Software, £25 disk - 6128 or expanded 464/664 only 
Back in December ‘85 Chns Anderson reviewed Brunword in AA. 
He concluded that the word-processor fell down on several fronts: 
user-unfriendly, no automatic word-wrap, text could be entered only 
in 40 columns, right-hand justification couldn't be turned off... The 
only thing it had going for it was the price (£16.50 tape and £25 
disk) and an inbuilt spelling-checker (which could hold only 7,000 
words). 

Brunning Software has re-emerged with a new version, Brun- 
word 6/28. And first impressions are favourable, starting with the 

The new Brunword requires a 6128 computer or a 464 with 
DE tronics expansion ram. The reason is that the spelling checker 
and dictionary make use of the second memory bank — a good idea 
as you don't have to wait while it loads from disk when you need it. 

Text can be entered in either 40- or 80-column mode. And 
words automatically wrap over. There is extensive cursor control 
and movement is generally fast, but moving up or down a line is 

Margins can be set anywhere for the whole text or individual 
paragraphs. The justification system is better than that found on 
Tasword or Protest. rather than padding out a line with spaces from 
left to night, it alternates from left to nght towards the centre of the 
line, giving the text a more balanced look. 

Particularly nice is Brunwords way with superscript and 
subscript. Things like H,5O, and a* = x’ + y’ appear in true size 





on screen and on the printer. It's a pity this wasn't taken one step 
further, to display bold, italic and underline on screen. 

You have extensive control over documents sent to the printer: 
multiple copies, appropriate headers and footers for odd and even 
pages. You can even redefine 10 characters, which display on 
screen and print (if your printer is capable of this feat). Maximum 
filesize is about 10 pages, but you can link several files when 
printing. | 

The spelling-checker has a dictionary of about 30,000 words, 
with room for another 5,000. Its beauty is its speed: it's memory- 
resident. Pressing a key will check the spelling of the word under 
the cursor - handy. 

Brunword 6/28 represents real value for money. A word- 
processor, spell-checker and data-file (to do “personalized letter” 
tricks) for £25. Not only does it outperform many word- -processors 

on the market, but it's fiendly and fast. 





Bruning Software oT (0248) 24 2 
4 Helston Road. Chebnafond, Essex, CM) SF 
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sluggish When Mowing In 


Can check spelling of word at the 


press of a key. 
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Richard Monteirondiscovers that using a spreadsheet saves wear on fingertips 





Minerva Systems is best known for its software on the Amsrad PCW 
(and more recently the PC) — namely First Base and Lemboco, First 
Calc is its only program that werks on both the CPC 6128 and the 
PCW machines. It rons under CPM Plus: if you don't have a disk 
drive, 128k memory and access to a CPM Plus system disk then 
forget it. 

Spreadsheets are essentially tools for planning and reporting 
finances. With little effort om your part they make ideal personal 
Organizers, cost estimators and simple accounts patkages. First 
Calc is Of the samesgenre as Cracker, Scratchpad Plus and 
Supercaic 2.1t i@ very much.the baby of the bunch: if offers less in 
terms of power, bul promises a low-cost and gentle introduction. 


Spreading the word 
Boot up your CPM Plus system disk, insert the First Calc disk 
into-the drive and run the startup file. This is the natural reaction 
when a»product falls on my desk. Once the program's up and 
running, a blank expression usually crosses my face. | say “usually” 
because on the odd occasion programs are so simple they need 
no ae guide, First Calc is one of these rare examples: the 
: ucture is obvious and moving round the sheet is 






: anying First Calc has a pretty cover, but 
little else is art lctecealae leicercaiy etter then that produced 
from a Sinclair thermal printer — highly off-putting. Still, it's the 
quality of the written word we re interested in, not its appearances. 





First Calc’s manual concentrates much on what a spreadsheet 
is and how it can be used. Many more pages are taken up describing 
simple computer terms. On the whole it provides an excellent 
front-end for the computer novice and non-technojnkie. 





Calculating spread 

First Calc resides in memory: it doesn't rely on overlays. This 
speeds up operation considerably. The only time you'll hear the 
drive whur is when loading or saving. 

Spreadsheets are divided into many boxes called cells - 
identified by row number and column letter. Numerals, text and 
formulae can be entered into cells. Text performs no task im a 
spreadsheet, but is used merely for labels or headings. For example. 
it can be used to identify sections of data: “Monday, Tuesday, ...” 
You need formulae to perform calculations on cells. These can be 
simple things that could be keyed in on a calculator or complex 
equations involving group: of cells. 

Entering data into First Ca/c’s cells couldn't be easier: move 
the cursor using the arrow keys until you reach the required cell, 
then type. 

20 AMSTRAD ACTION 


opready, Teady, go... Ready, spready, go. Ready, meady, spready 


First Calc lets you use a maximum of 52 columns by 99 rows 
(just over 5,000 cells) - quite enough for home or small-business 
use. Once you've outgrown First Calc, you can port the data to a 
more powerful sheet: data is saved in straightforward Ascii form. 
Formulae can use standard operators — add (+), subtract (-) and 
the like. And of course there are built-in functions: $UM (total), AVG 
(mean) and MAX (maximum value). And that is the sum-total: no 
provision is made for logic, tignometric or even logarithmic 
operations — this is quite limiting, considering that numbers up to 
10" can be entered, and calculations are carried out to 14 significant 
fig7ures. 


seen to spread 

If you are ever stuck, you can call up a help screen showing 
all the control commands. 

With the 15-odd commands available you can erase a range of 
cells, delete certain rows and columns, edit formulae, select 
automatic calculation of the sheet and of course load, save and print 
Gata. It 1s unfortunate that Minerva hasn't incorporated a “sideways 
print” option — it is much neater to have the complete sheet across 
several pages rather than having to cut and paste bits together. 

First Calc performs admurably, the price is unbeatable and it 
is simple to use — I wouldn't go as far as saying it's child's play. In 
fact Supercaic 2 is as easy if not easier fo use. 

As only basic formulae are acceniag and the sheet just tops 
the 5,000-cell mark, you'll eventual > a mor 
sophisticated package. As a drat “apebaduhient: cx: aveti a taal Se 
‘ha die business or home, it's the best at the price. But for the 
likes of Coca-Cola International it wouldn't be the real thing! 











First Cale is a spreadsheet. This is simply computerized pen, 
paper and calculator. Rather than keeping the year's cashflow 
or stock records on bits of paper, you can keep the lot on 


computer. In fact most numeric tasks performed on paper 
can be transferred to a spreadsheet. The obvious advantage 
is speed. Less obvious is the ability to project: to forecast 
what you can and can't spend in future months. 
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@ Manual is easy reading for novice. 
@ Command keys are obvious and 


@ Not possible to print results 
vertically. 

@ 5,000 cells may be limiting. 

B Limited formulae options 


soon learnt. 

 & Does the same as other 
spreadsheets for a fraction of 
the cost. 





a 
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Aa complex and deeply 
cqdeveloped strategy game 
brought together to generate 
the battleground of the 
future. HYBRID is a 
combination of superb 
graphics and original 
techniques to emulate those 
fevered imaginations 
hitherto found only in 
nightmares. HYBRID 
challenges your ability to 
master this superior space 
adventure. The superb detail 
and engrossing strategy is a 
feast for the irnagination. 
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Pocket Protext 
Arnor, £39.95 disk only - 6128 and PCW only 


Amor has more versions of its word-processor, Profext, than 





_ and Arnorians say it's so new they didn't know about it a month 
ago. But is there any room or need for it? 


dettovens aes 


xs we 
7. sy 


ions of P _Prote at weed raga 
| sll piney y tailor 
= doamthodles ng s system, CPM Plus. apg 


Tt fh Ete 
oy i « 7 ‘= “ es i | 
ra ese “yo gibt sis sled ae LY. al cae ih 
ie 5 tk & 1 i i) a * 
ae sl ‘ thks cr _ oh ay iat = wea “ - | 


a = ml 
ne — eT ay Site re 
- 4 
cea’ Portal -—. = re 


. Nat Baers “hs - 


The Pocket Protext disk is jam-packed on both sides with files. 
several useful vuiilities. The reverse contains tutorial files. Typing 
Protext at the CPM’s A> prompt will let you start using the 
word-processor; however, this is not advisable: it is all too easy to 
corrupt the master disk. It's sensible first to create a workdisk - 
not all the files are necessary — and store the master safely away. 

Apart from a slightly increased loading time, Pocket Protext's 
front end is identical to earlier versions. If you have used Profext 
before, you'll feel at home with the Pocket version: command mode 
still exists (and many of the old commands); all the control 
commands are identical; document mode and program mode still 
exist (im documents all stored commands, ruler lines and printer 
control codes are obeyed at the time of printing or formatting, 
whereas program mode displays them literally). Of course many 
frills have been added making Protext more competent than ever 

- unfortunately it still isn't a true “what you see is what you get” 
system that shows underline, bold and the like on screen. 

The new manual is an A5 looseleaf binder that makes the old 
version's booklet, though adequate, look a bit tacky. 

New functions 

From the command mode you can load, save, nategeaciuans iran 
files as with the original Profext. However, many handy additio 
have been made: 

@ You can 5WAP between two documents in memory. 

@ TYPE displays the contents of an Ascii or Protest file on screen. 
@ SERIAL redirects printed output to the serial interface. 

@ PRINTG causes printing to take place in near-letter quality. 

@ ocoPY loads a utility file that lets you copy disks. 

@ DFORM will format a disk. 

There are other commands. For example, PHRASE lets you store 
often-used text or commands on a key. There are 3] phrase-keys. 
A number of these are pre-defined, such as cedilla (_), diphthong 
(z), umlaut ("). You are left with 26 definable keys. Each key can 
have up to 255 characters assigned to it — enough for most purposes. 

The HELP command has been altered. It displays a menu from 
which you can chose further help files regarding disk, external 

hh is possible to execute a CPM prearam: trom Protexts 
command mode by placing an asterisk (+) before the filename. The 
current text will be saved as a temporary file and passed to the 
program being executed. Using this function you can create 
ee eee aris: 
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Richard Monteiro tries out a new version of Protext and pockets the Maccacs 


External commands 
The utilities on the disk can be thought of as external 
commands: enter a filename and the program will execute. How- 
ever, - unlike normal CPM applications you'll return to Protext and 





al. Another has just been added to the heap: Pocket Protext the original text. On the disk are Config, Convert, Deopy and 


Setprint. 

Config creates a configuration file that Profext searches for 
when i iinet loads. This file holds information on the Profext setup. 
For example, you ¢an switch off justification, choose word-wrap, 
weleck ockuks, alter envdelete baile sits set printing options, define 
lets you customize Profext to your liking - very powerful, yet very 
easy to use. 

With Convert you can transform WordStar text files to Protext 
files, WordStar to Ascii and Ascii to Protext. 

Among the new features, Control-O copies a block from a specified 
file into the current document, Control-Y switches between docu- 
ments in memory and Control-number inserts an accent of sorts 








Printing options 

‘dew a Protext document it is possible to have stored 
nds. These alter the manner in which text is sent to the 
Siiier ‘Vhs Coufic: and Geicciak cxbocens can Sa weed ty clan 
these printer functions. You usually set them once and for all: the 
stored commands are there in case you need to stray from the norm. 

A simple effect such as defining the amount of footer space 
at the bottom of the page would be achieved by placing >FM 3 as 
a separate line somewhere in the document. Pocket Profext has a 
few interesting additions to this section. Microspaced text is notable 
here — this feature, usually found only on expensive “professional” 
word-processors, sends text to the printer justified with proportional 
spaces between words. Another addition allows printer control 
codes to be redefined during pnnt-time. A further new command 
wil print a named file in the middle of printing the current 
document. 

Pocket Protext is really designed for the Amstrad PCW, which 
can also use the original Amsdos version of Profext — on tape for 
only £20, disk £27 or the instant-loading rom at £40. Its maximum 
filesize is 23k, about 3,000 words, three pages of AA (39k with rom); 
the whole disk is the limit with the CPM version: 178k in ordinary 
data format. Otherwise, Pockef's main pluses are its ability to handle 
two files at once and to format a disk — will Amor add these features 
to the Amsdos version? No, we're told. 

Pocket Protext has widened the gap between Profext and rival 
word-processors for the CPC, creating a grand canyon. The vast 
range of commands, powerful printing options and ease of use 
ensure nothing will bridge the chasm for a long while. 
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@ Lengthy file 
@ Rom version not possible 

@ 464 and 6645 need CPM Plus 
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a wait for o load 


a Can operate on two files at once. 





We fly our name a foot high, 
testing a sign-writing utility 





Tas-Sign 
Tasman Software, £29.95 disk only — 6128 and PCW only 


Tasman has diverted much of its attention to the PCW and PC 
market. A look at its latest product, T'as-5ign, illustrates this. It works 
under CPM Plus, which means only on the 6128 and PCW machines. 
True, you can still use Tasman’'s latest on other CPC machines if 
you have memory expansion, disk drive and can purloin the CPM 
Plus system disk. 

And of course you need a printer. The purpose of Tas-Sign is 
to design posters, notices or banners on screen and send them to 
the printer —- which simply prints sideways on as much continuous 
paper as you like. 

Most CPM application programs, Tas-Sign being no exception, 
require a certain amount of setting up or customization before they 
are ready to run. Fortunately the Tas-Sign configuration program 
only needs information regarding the make and model of your 
printer. 

Boot up your CPM Plus system disk, insert the Tas-Sign disk 
and run the configuration program. A list of dot-matrix printers, 
ranging from an Admate DP-100 to a Walters WM80, will present 
itself. A keypress is all that is required if you own one of the named 
printers. If you dont then all is not lost: you can delve deep into 
your printer manual and supply the configuration program with the 
codes for setting graphic line-spacing, selecting bit-image graphics 
and so on. 


Signing on 

Run the Tas-Sign program, wait a few minutes for the printer- 
driver and font files to load and you're ready to star! designing 
posters. The work-screen consists of an options menu at the top 
followed by five boxed lines. The boxed lines hold your text that 
will eventually reach the printer. 

If the mass of on-screen characters is too much to take in, then 
a glance at the manual is sensible. Rather than having chapters 
dealing with the commands and what they do, Tasman introduces 
you to commands in the form of a series of tutorials - probably the 
best way to familiarize yourself with a system. There are reference 
sections once you've mastered the basics. 

You can simply enter text for your notice or poster once 
Tas-Sign has loaded; pressing Escape sends all the data to the 
printer. If you use 7as-Sign in this manner, youd miss oul on many 
of its wonderful features. From the options menu: 

@ Font lets you choose any of four character styles: Standard, 
Western, Block and Casual. 

@ Orientation determines the manner in which text is printed 
either horizontally or vertically. 

@ Italics gives your text a slant. 

@ Reverse prints white lettering on a black background. 

Many other options exist. For example, you can define the 
spacing between characters — either proportional (spacing between 
right edge of one letter and the left edge of the next is the same 
as for any pair of letters), kerned (allows character overlap) or 
constant. You can also elect to print with double-strike or double- 
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density — both enhance output. 

Text sent to the printer can be virtually any size: there are 
options to stretch and lengthen characters. 
Embedded commands 

If you want words or characters to print in different styles, 
heights or even spacing you will need to use embedded commands. 
You place these with the text. Say you wanted to print “Hello” using 
the standard font and “there’ in Block font: Hello \Fbolock\there. 

All the options can be accessed using embedded commands. 
So you can underline, stretch, italicize, and centre to your heart's 
content. Embedded commands are powerful — with a bit of practice 
youll be producing quality material. 

When entering text there are several editing features to assist 
you. All are accessed by holding Control and tapping another key. 
Many word-processors have a comprehensive set of cursor-move- 
ment keys — so has Tas-Sign. You can also insert text, save or load 
a document and switch into an alternative character set. The extra 
characters are useful, giving you numerous foreign letters and 
symbols. 

The many printer utilities on the market have some form of 
editor for the user to produce new characters designs. Not so with 
Tas-Sign. You are stuck with four fonts. Apart from that small gripe, 
Tas-Sign performs admirably. 

Tas-Sign scores in the user-fnendly and simple-to-use depart- 
ment: the manual teaches and has handy reference sections. Even 
the program can be learnt quickly and without too much grief. As 
for usefulness: if you need to create eye-catching banners or notices 
then Jas-Sign is more than efficient. 
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@ Works with virtually any dot- [iL EMEC See uMeccr oe it 
own character styles. 


8B Works under CPM Plus only. 


matrix printer. 
@ Produces decent posters with 
litthe effort. 
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Save space for strange characters ona 
poster and wend your way to a working 
Quickshot 


Character continuum 
Here are a few more character sets to complement the ones sent 
in by Alastair Scott (AA 21). 


12 SYMBOL AFTER 1: FOR t=HIBEM TO HIMEM+( 82255) 
28 POKE t,PEEK(t) NOR 255:WEXT 
38 CLS: PRINT"Amstrad Action” 


To get different results replace line 20 with: 
1: 26 POKE t,PEEK(t) XOR 254: NEXT 
2: 26 POKE t,PEEK(t) XOR 15: NEXT 


18 SYMBOL AFTER 1: FOR t=HIMEM TO HIMEM+(8#255) STEP 8 
28 FOR s=t to t+#5: POKE s,PEEK(s) KOR 255 
30 WEXT s,t: CLS: PRINT"Amstrad Action" 





Wout Jour way « while 
Many programmers neglect the versatility of the WHILE-WEND 
ictins 1 leis ccmmicdied « Sat of seme of ta poedibiities 

Most of you make use of the fact that the loop will repeat as 
long as the WHILE statement is true - for example, WHILE INKEY(5@) 
(meaning repeat action until R is pressed) : WEND. But if the WHILE 





This makes it ideal for certain subroutines such as the folle 
18088 flag=1: WHILE INPCEFS@@) AWD 64 

18818 IF flag=1 THEN PRINT CHRS(7): flag=8 

18028 LOCATE 1,1 

18838 PRINT “#*PRINTER OFF-LINE®" 

18848 WEND: RETURN 





Here, once the error is corrected (by setting the printer on-line), 
the subroutine will automatically return to the main program. But if 
the printer is already on-line, lines 10010 to 10030 will be ignored 





18 a=@: WHILE a<12: WHILE a<>5 AND a<9: PRINT a; "IN": 
a=a+1: WEND: PRINT a;"OUT": a=atl: WEND 


WHILE and WEND can also be used for the 
endless incrementation of variables, for example, a=8: WHILE 
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(statement>: «do something>: a=a+5: WEND. The use of a fag — as 
in ine 10010 above, which sounds a — will alow an operation 
within the loop to be switched off after one or more passes. Finally, 
an endless main controlling loop can be set up by the use of NOT: 
WHILE NOT finished: ¢rest of loop>: WEND. 





Joystick check 

I own a Quickshot I Turbo joystick and had problems with it: the 
letter Z appears on start-up, the computer won't reset, continuous 
fire on Elite... 1 decided to set about the problem using this routine: 


18 FOR a=E2088 TO E2OG6: READ bS: POKE a,VALC"G"+bS): NEXT 
28 CALL E2ZOO0:LOCATE 1, 1:PRINT BINS(PEEK(E3000) ,8):60TO 28 


The program uses a firmware routine which asks for the state of 
the joystick, that is, whether it is moved up, down, left, right or Fire 
is pressed. The result (in binary) is printed at the top of the screen. 
Run the program without the Turbo connected and you should 
pi aia gaa oe ha 
As soon as the Turbo is plugged in, the sixth zero (from the 
right) changes to a one — indicating a fault with the joystick. 
Waggling the joystick causes the five nghtmost zeros to change to 
ones depending on the state: (from nght to left) one=up, two=down, 
three=left, four= right. The fifth zero corresponds to Fire two and 
the sixth to Fire one. Pressinc Fire causes the fifth zero to change, 
which means the Turbo uses Fire two as its Fire button. 
To Gx the Turho, Cr ee ee ee ee ee 
joystick, run the test program. All the digits should read zero - a 
Hf your joystick: is playing up: it shouldn't be hard so mend with 


























compa printing 

rogram sends text to the printer, enlaging Ge text end 
on ig grea a sane Ideal for creating b rs 
posters. There is one restriction: you may not enter more than 80 
characters. 


18 MODE 2: INPUT"”: aS 

26 FOR a=8 TO (LEN(aS)*#8): FOR b=1 TO 2 
38 FOR c=384 TO 399 STEP 2: t=TESTCa,c) 

68 IF t=@ THEN PRINT#S,SPACES( 18); 

58 IF t=1 THEN PRINT#S,STRINGS(18,"a"); 
68 WEXT: PRINT#S,CHRS(13):CHRS(11):: NEXT: 








WEXT 





, 3 . ipying text (using the copy-cursor 
method) extra spaces at the end of Basic lines are also accidentally 
copied. This isn't the only way additio . 








acti space is et Keck Chaduchor oat conse: ] 
one byte of memory. Wis pioseetbile 40 allen Scar secaicaen “bey Galle 
the following steps: 
@ Load your Basic program. 
@ Type SYMBOL AFTER 32: SYMBOL 32, 255, 255, 255, 255, 255, 255, 
255, 255 followed by Return. 
@ List the program. Spaces will be shown as a solid square. 
@ Rewrite the lines with too many spaces and save the program. 
were sheeted 6,8, o,08,8,8,8 
sdutsiich tou ccuakiaashhe uncoiaiaes A aaa 
David Marek 











Switch screens 
The following routine will set the position of the screen memory in 
ram. You can have two screens in ram al any one time — and switch 
between them instantly. The high screen starts at &CO000 (default) 
and the low screen at &4000. To use the high screen call &A000, 
for the lower one call &A006. 

To load a picture to the high screen use LOAD "f 
6C@60 and for the low screen LOAD "filename", £4008 


10 DATA 35E,C8,CO,88,80,C9,5€,40,C0,08,8C,C9 
2@ FOR T=GABBE TO GABOR: READ AS: PORE T,VALC™E"+AS): 


flenage, 


NEXT 


Stephen Lawson 
Stoke-on-Trent, Staffordshire 


The line exists 
As you know, there is an error in Basic 1.0 (on 464 machines), that 
doesn't allow you to use the bar (:) symbol in a REM statement. 
Well, after a short hacking session [ came up with an answer: 

To wee the bar in a REM statement that makes part of a listing, 
do this: one of the first limes must read POKE 32511, 281. After typing 
|, leave a space, then enter the rest of the text. For example: 


18 POKE 32511,201 
76 REM | It works 


PROGRAMMING 





Cursor positioning 

Okay, folks, here is a remedy for all the people trying to write the 
ultimate program in one line. When you edit a line try this: 

@ Control-< or Control-} — send cursor to start of line 

@ Control-<@ or Control} - send cursor to end of line 

Big Al 


Getting at fractions 

I understand that many people are having trouble printing fractions 
on their printers. If you have an Amstrad DMP 2000 or 3000, this 
program will let you print them: 

18 MODE 1: INPUT"Numerator “-:a: 
28 cza+48: d=b+48 

50 PRINT #8,CHRS(27);"x" pERRSCT); CHRS(27);:"S" Saige 
48 PRINT #8, CHRS(c): CHRS (27) 'sCHRS(8):CHRS (27); 

50 PRINT #8,CHRS(1):CHRS(d) 


INPUT"Denosinator “;b 


Before running the program, put the printer on-line. To the 
Numerator prompt type the top part of the fraction (between 0 and 
9), and for Denominator the bottom part of the fraction (again 
between 0 and 9). The facton will be pnnted in NLOQ (near-letter- 
quality). It shouldn't prove too difficult to incorporate this into your 





Phil Stockdale 
South Humberside 









The section that brings the CPC's darkest 





secrets to light. If you don't understand what's 


David Giles 
Wokingham, Berkshire 





eee eres caren nec Cerne 





hewing and od hair-pulling is jst the beginning 





the last command issued was kus" by XORing 
of the routine. This technique is still used, but 
not necessarily in this form. 

It is as well to know how XOER sequences 





written here, bad luck. You'll get no explan- work. Th many ways: 
ation, for this is where the hackers hang out a mnie it 
@ XOR first byte of program with seed. 





a hin dab caeeeices oe tre 
calle and Giluke Wok Oise Bie aceiels as 
write a set of utilities which rm without 
interrupts. 

While the computer is processing a line 
of Basic or a direct command, it copies the 
instruction into a buffer (&ACA4 on the 464). 
When there was only the 464 machine, some 
protection systems used this fact to ensure that 








@ Alter first byte to result. 

@ Alter secd to result. 

@ XOR second byte of program with seed. 
@ Etc. 

This not only runs through the program alter- 
ing it byte by byte, but also ensures that it is 
not tampered with on the way. 








r im — normally 
serene aioe actos WRela'ss thas tail 
into. For flexibility these routines use relative 
jumps and loops: you can relocate the first 
XORing routine, use it in isolation (under your 
scntehe senlecatis ‘ex malar Seaenel eacccnd 








routine with ie first... Like this you can 
she eh hes Cotchadl prbgtane. 

Beware of XORs against the screen and 
areas where you place your routines. 





: ately seeking lives 
WF sik ese ‘Gbvieank haat paiching tha jesey 
block is one of the best techniques for regain- 
ing control after a protection system has done 
its stuff. Take care, as some systems check 
for alterations to &BD37 (JP RESTORE) before 
calling it. 

Program loaders sometimes overwrite the 
jump-blocics; it is useful to bear in mind that 
the three-byte RST instruction locations can 
be relocated and used direct in a routine to 
perform standard ROM calls. 

If you encounter use of the F (refresh) 
register in a protection system, chances are it 
is being used to count the clock pulses 
= tenieibaeecraderatds aie oreo at 
generate a seed number for an XOR sequen 
Seat jakebaetitak vis lektatincsa tetc the eta 
will upset the count and corrupt the program. 
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THe te WHO ao LOST THE MIAN Baia LOST/ WON 





Gen. MacArthur rs: hie Yamamoto 


NOW YOU CAN CHANGE THE COURSE OF HISTORY 


Ihe battle for Guadalcanal has been called the most decisive single 
action of the war in the Pacific. 

More significant, even, than Pearl Harbor. 

The battle lasted six months. It took the combat skills, the courage and 
eventually the lives of thousands of dedicated fighting men, both 
American and Japanese, to bring it to a Conclusion. 

The battle for Guadalcanal is unquestionably the finest war strategy 
game to date 

It is Derhaps the first game to give you a true indication of the awesome 
responsibility of the batlle commander. 

Now you can re-fight the battle for Guadalcanal. 

You can re-think the tactics, You can re-deploy the resources. 

You can re-live the battle 


In effect, you can change the course of history. 





ACTIVISION] 
ENTERTAINMENT SOFTWARE | 
Commodore 64/178 cassette & Dee 2X Spectrum oa iad ‘ 


amsirad CPC cassette & Desc (Al cassettes £9.99 and discs £14_99) 


Marl order. Acton (UK) Lid, ruts 3 & 4 Finedone Road 

Industria! Estate, Wellingborough, Northampton NN 45A 

Computer software program - Guedsicanal — designed by 
lan Gerd, developed in collaborston with Alan Steel 


The game display is 
best described as two 
halves. All general 
information about the 
game is in the top half 
while control of unifs 
and info on them are in 
the lower half. 

To the top right you will 
see aciock face This 
runs ata speed of 4 
minute for every 10 
seconds of real time. 
The clock NEVER sfops. 





CHEAT MODE 


Dick'n'Bob check out your tips, hacks, pokes and game-busting ploys. The best ones 
could win an entire issue’s Amstrad Action Raves! So why not send your latest gem for 
AA to test! Send to: Cheat Mode, Amstrad Action, 4 





to the end of the Master: 
tronic game isnt easy so here are 


Getting 
some tips from Jay Sowdon ol 
Headley 

First pick up the three tools 
and go through all the screens on 
the first level picking wp the idols 
Go up and continue until you reach 
Akuma's Chamber where the last 
of the seven idols is. Now you have 
to return to “Torit on the sea’. Be 
careful every time you re-enter a 


DS, 
Sey 


level because the enemy will have 
come alive again 

The best move is the punch 
because its the quickest. When 
using Weapons 
ave the room at the left or nghi 
Then re-enter. Your opponent will 
strength and the wea 
pons will be ready for you to pick 
Up and use again. Idols replensih 
strength so try to find them when 
your energy is low 


have los 


7 — , . : 


es 


* 


Poke method for tape 


All this month's Cheat Mode tape pokes use Method |. If you 


have a 664 or 6128 first type | 


tape. Rewind the game tape 


to the beginning. Now type in the poke listing. Then type 


RUN and press Enter (without using the key marked CTRL or 
Control). Press Play on the cassette deck, then any key on 
the main keyboard. The tape should now start to play through 
in the normal way. 
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throw them and 









DIRC 
be ul 
=UcURE 


Livingston houses poker Owen 
Cunningham. He has suppled 
you with a Method | poke for 
Gremlin s shoot-em-up-and- 
search game. The poke gives 
infinite lives 

Owen's warning: “When play- 
ing the game always leave rooms 
near the bottom 
there i a bug in the game where 
you get stuck in the wall after 
eaving 2a room annoying if 


you ve got all the code 


10th Frame 
Paul Evans of | 


Deo this because 


Grand Prix — MW 
J Hall o cestel! = 
Ye my Serine 

just drive as | 


imgnt of th 


Here is the frst of Owen Cunning- 
ham's golden-oldie pokes. It's for 
Mastertromc’s train game. Using 
given infirute 
Pressing Fire 
another stab a 
the Fire button restarts 





Method | you are 


ITain-pause tLne 





paises the game 








Zub 

Another Mastertronic game bites 
the dust thanks to Richard Hod- 
ges of Barnet. Endless (makes a 
change from infinite) lives, num 
ber-of-platiorms choice and re- 
moval of droids are the capabili- 
tes of this Method | poke 


Lub 
' By B#ichird Hodges 
Amstrad Action Sept a?! 
id MODE J°FOR p=BBEGH 10 &BE1T 
e@ READ pi: PORE 
MELT? INPUT ER 
[F UPPERS (35)=" 
BRED! ,@ 
LAFUT Remove ¢f 
[F UPPERS(id)=s" 7" 
BHEMS, BCP 


[WPUT"Enter number 


p,VALC™E"+p5) 


THEN PORE 


DPLATTORSS Per OLanet 
(nhorgaily 1B} ' 
[fF 41 O08 218 THEN 7O 


POKE SBE@B, (19-4) 





MUST ROSES VW) SSRs 
i al a 

Using Method 2 (just skip past the 
block called “KT") and Paul Rob- 
sons poke you can help Magic 
Knight: infinite energy, magic, fuel, 
“strength and objects held” dis 
play are all up for grabs 


Knignt Tye 


by Paul 


i Rabson 
5 * Aestrad Action 
1@ MODE 1:G05U8 108 
2@ AERORY 4 
'@ voapi 
2 JNK ¢, 132 1NK 3,18 
LOAC’!":G05UB 18¢ 
FOR T2717 FTO &:READ 
‘fp PORE VALC"™E"+a% 
GO POKE £1925,8E8 
LOAD’! SCOR: CALI 
182 FOR f=8 TO S:1Mk 
118 BORDER OB: RETURN 


Sept of 


eTeLt 
"CALL SOG 


1,26: [Ee 


34 
e7 HET 


2HDe 
Tt, BWERT 


128 OATA 18ch, 1807, 1925 
1TH ABTS if 7 Tha a | a | 
Jf PAGS E er aa id toa 








Match Point 
RP 


ell 


























ratt of Rat has Some ty 
will slow down the deva RpM has been busy attacking the 
d of Loh Chal Bubble Bus cheapo. The poke is 
entered using Method |. Before 
| each poke there's a REM (remem- 
ber that | on the Amstrad does 
| the same as 8£8 with instructions 
j) on what the poke does. This ai- 
lows you to leave in the pokes that 
| you require and omit those you 
don't. Certain pokes allow you to 
enter different values: the poke in 
line 140 (for infinite lives) has a 
value 100 after it — alter this to the 
number of lives you want. 


1" Classic 

c ' by Ror 
Laci 

18 

28 


EE | 
] Le 


Cobra 


Tips for thé Ocean tilim bore come} 
from Jamie Masecall o! Bar Hill 
There ape men with bazooka: 


unde! 


Auncher 


Agatrad Action 
RESTORE 48 
FOR te@Bree TO BBFAR+14 
READ af 
b> PORE t,WALG™S"4aS) sHERT 
1 DATA @6,87,11,88,C8,217 
65 OATA 22,BF,CO,77,8C,28 
DATA WO ,2U,FO,OF, 77,23 
DATA CO,80,8¢ ,58,F9,28 
DATA O4,FE,0F,20,F3,C0 
OATA FA,8C,57,C?,60,75 até 
DATA 6€,63,68,65,72,21 
» DATA 86,18,11,88,81 81 
BATA 88,74,€0,88,€3,85 


Sept af 


and auns. Duck 
ing 
quns, then 
kill women stand 
Titelslae Cle 
(sancgsie4©rs 
aquck their 


es ee 
1 li r Ces] Le 
bell LE o . : 


frooka shot 
and 

‘rs. Dont 

1 tne Mal 

you I 

ip out 


lose Ponts 


tf dustbin: 








CLASSIC MUNCHER ee 


CHEAT MODE 








MHa?lU 

CALL GBFOG 

' Nusber of Lives 

set for 160 

POKE BISFS+EF OR, 188 

' Start level , 
set for 35 

POKE £ISEL+EF R82 
Feat ghosts 

POKE BIFZ0+E FOG, 8C9 


' Husber of ghosts 
' between | and 4 
PORE BSCOVERFOG,4 


Remove all ghosts 
POKE B5SCB+EF OO, G09 
"Ho. of deadly ghosts 
' between 1 and 4 

POKE G4/B+GFO8,4 

' Hareless ghosts 
POKE BG71I+EFOO,8C9 

' Trap ghosts in box 
PORE £45940 8G 009 

" hdd eacitéement 
PORE EDPR+EFO@,8¢9 
CALL GBF29 








Paul Wilton of Mold, has sent in 
pokes for Anolasoft's game. Skip 
past the block called “CAMELOT 
(this is a Method 2 poke) and run 
the poke to attain mvincibility 


Scooby Doo | 
Invincibility for this cartoon-like 
game is provided by Jan-Mirko 


Maczewski of West Germany ‘ome War 
Disk only. hy Paul wiltor 
c 3 * Amstrad Action Sept &7 

i} ‘a Aa ? i 

> " Amstrad Action Sept § 

1@ OPER ‘": MERORY & 

a : hy Oe 4 pi 

7, Vice f -F iiEE & 

E : ie b5e F ii 

a 4 {i i, aS Re 

e CA 4 

@ oats 42.4 

B OATA 32,A3,79 EB, 


Jailbreak . 

Infinite lives have been provided 
by Declan Kennedy, of Armagh 
for Konami's cops n robber game 
Enterethe poke using Method | 
and watch those bad quySdrop 


| i] 
t by 
So Read Action 


iD winGhy Laprt «eons 


leet brewk 

DeGlin Kennedy 
fept af 
28 LOAD!" BATS 


30 FOR w=) TO OS RE AGE 


-0 BEAR: PORE 
1? PPR eee oe TO bares 
POR peek SE" 4ad) NEXT 
CALNE A 1 re 

DAM 1218,61221,412446, 
bide 41265 61285 61274 





8 DATA af ,52,7b,cd,c5,88,f0 


Camelot Warriors 











0 MODE D:mMEMORY 34999 
20 LOA ty 26088 
8 POKE Ceogt ECS: POKE E8ad2,8 
8 POKE £Sp03,06F KE S8F00,62 
50 POKE SGFO),h8F:POKE BEFO?, 5 
68 POKE ERFAL £35G:P0KE ESFO4, EC 
72 POKE GBFOS,GCD:POKE EeFO6,b4: 
B POKE SHFO7,81:CALL 36088 
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CHEAT MODE 































Paperboy 


Julian Page of Shrewsbury has 
been quick off the mark by send- 
ing in pokes for Elite’s long-await- 
ed game. It's for the disk version 
and gives infinite papers and lives. 


1" Paperboy -- dist 

¢ " by Julian Page 

> * Amstrad Action Sept a7 

18 FOR cehcté to G3Fé: BEAD zi 
28 reVAL("G"erd) PORE 2,2 NEXT x 
38 CALL G36 

60 GATA 21,E60,83,11,08,C0,06,09 
SO ATA CO,77,8C,21,808,83,C5,83 
68 OATA BC,CD,7A,8C,21,E3,83,22 
TO CATA 70,83,C0,08,03,AF ,32,AC 
88 DATA 09,52,87,19,03,08,8F ,65 
90 DATA 6C,69,74,65,2E,62,69,6€ 


Mag Max 

“The Master’Blaster of shoot-em- 

/_—pups has beem.given.a good pok- 
/ ing by Tomy Hoyle of St Annes, 

* \aines’ You aré provided-with 

invulnerability. Enter using*Meth- 

od/1. 


)' eg Mot **_tage 

2-'"by Tony Hoyle 

5 ' kestrid Act ten, “Sep: §7 
1@ MEMORY BI7BATOLOMO"" ESP) 
28 «=E3788: 60508 6e 

39 wzB3TEa: Gosus 6e 

G2 c=BAGG8: G05U8 68 

5@ CALL £37688 

6@ READ aS 


re IF aS="xx" THEN RETURN 


38 AMSTRAD ACTION 


BG PORE 2, VAL("E* a9): 





r=1+1 


92 GOTO 68 


ige 
1108 
ize 
i” 


DATA 
DATA 
DATA 


148)" 


sa 
‘40 
7d 
16a 
190 
ral 
218 
220 
738 
268 
? 58 


DATA 
BATA 
DATA 
DATA 
DATA 
ATS 
DATA 
DATA 
DATA 
DATA 
DATA 


11,480,00,21,¢¢,0b,03 
Se 5b,32,hb AO,3e 99 
12,60, 00 an 


fe ,b%, 32,86, bF,54,8¢ 
a8 30,ce,32,08,69,0¢ 
bo, 02, ,be,06,8a, 11,08 
B?,co, 1,05, 11,7983 
= 21 gee OF a0, f 7 23 
apee, tas s, 28, tT, 1 
Hage kil St ip 
21,49, 66,4 p83, 0000 
67, bb,21,45 a0 pe2;58 
be, ¢3,83,0¢,38)eF pve 
c1,ia,c3,88,82,%% 


Dun Darach 

Another poke by Peter Feath- 
erstone of Leeds. This one is for 
Gargoyle’s animated arcade ad- 
venture, Enter it using Method | 
fo unlock most doors including 
Ladyos. 


1 " bBun Barach == tape 

2 ' by Peter Featherstone 

3" Amstrad Action ‘Sept 47 

lf PORE 7: MEMORY 4799: Loae"” 
2B POKE GI4A5,8: POKE £1446,0B8E 
22 FOR T=GBER@ TO GRER?: READ af 
68 POKE 7 WALCTE" a8): WERT 


38 CALL E1458 
60 PATA 3e,18,52,20,79,¢3,00,58 


Toot’s 


Fly Spy 


If you had trouble with the-Fiy Spy 


tip last month it's because we 
missed something out. Pause the 
game, type THIS 0S: Too HAs and 
finally press a key between | and 


| T to get at the cheats. 


Speed King 
Remember way back we credited 
David German for a Speed King 
poke? it never did appear. Wall, 
just the other day the art team 
presented us with David's poke: 
It got misplaced under a mound 
of their scribblings. 

Here it is. Enter it using Math- 
od | and answer yes or no to. fe 
multitude of questions. 


1" Speed Ling -- tape 


e " by David German 





' ii 
THORPE 1:PRINT"Stoo the clock":: 


3h Uh, af tety” 
sO -LF “ae THEN POKE B1090,¢81 
38 [Fa 
7 it any " THEN POKE &2204,201 


And here's a poke for the 
same game on tape. Enter it using 
Method | for infinite lives. The 
man to thank is Martin Pleasance 
of Brampton in Barnsley. 

1 " Papersoy == tape 

¢ " by Martin Pleagance 

5" Amstrad Action Sept 67 

18 FOR n=@ TO 15: READ hz IME nh 
2@ MEET nn 

30 DATA 8,26,24,15,6,3,1,2,28,22 
4@ DATA 18,9,12,18,13,16 

50 FOR ne@ TO 18: READ af 

60 a= VALC"E enh): POKE ne8b000,2 
Te WEXT mz CALL BSOOO 

80 DATA 3e,81,cd,db,be,af,cd,@e 
98 BATA bec,O1,88 ,66,¢0,38,6¢,¢¢ 
100 DATA 19,bd,¢9 

118 OPENOUT“duesy": MEMORY GSFF 
128 LOAD"! SCREEN", &COee 

138 LOAD"! PRELOC",SBFaO 

148 LOAD"! PCODE” £408 

158 LOAD"! Sca" ECoae 

168 PORE GPA9,E3E: PORE O9AA,5 
178 POKE E9AG,8: CALL SOFOE 


Saboteur || 

Here is a poke for Durell's kick- 
and-punch game. Sent in by Peter 
“| have been wasting valuable 
revision time hacking” Feather- 
stone of Leeds. Method |. 


1 " Sebotewr I] -= tape 

é " by Peter Featherstone 

5° Amstrad Action Sept &7 

18 MODE T:0PENOUT"d":RERORY EFF 
28 LOAB"": POKE ES7E,880 

38 POKE G37F,G6€ 

60 FOR f=BBEBR TO EGERT: READ af 
S58 POKE f,VALC™E"+ad): MEET 

68 CALL G300 

re CATA af ,32,8e,96,c3,08,84 ,88 





orner 


Agatrad Action Sept a? 
GOSUG 9G: alSead: PRINT"Stop 
Cothisiondetection with 
bikes*::608U8 9@:a2$=a5: PRINT 
oop tOhiision with grags";: 
SUSUR 98:a38=a$: PRINT" Turn 
off tune" ps GOSME SPs “ass=as 
MODE 1: SYMBOL AFTER 254: 
OPEMOUT*D": MERORY HIMER-1: 
FLOSEGUT: PENDRY 2047: PRINT” 
Loading Speed) Ring™: LOAD 
"ISKTNG" 2848 

THEM POKE B1524,281 





* THEN POKE B108C,201 


PPOKeE GC60,0: PORE &¢51,9 


1d CALL. cB48 
ee PRINT (Tse) 7"; 


: efe'" WHILE 
abe>°y” AND aS<>°n": aS=LOWERS 
CINKETS): WENO:PRINT aS: SETURN 





CHEAT MODE 








Infinite Stamina for Mastertronic’s 3 ' Aestrad Action Sept &? 

MAD game has been provided by 18 MODE 1: MEMORY EOFFF: LOAD"™ 

Julian Page of Shrewsbury. Enter 78 POKE BAGGD,BSB:POKE EARLE, EGE | 
mt using Method |. 19 FOR f=EBES@ TO barre | 
4@ READ oS: IF oS="MAD™ THEN 68 

SQ POKE #,VALC"R"*a$): NEXT 

62 CALL GAGGe 

ré ' infinite energy 

A@ DATA AF,32,51,19,32,31,18,32 


1 * Storsbringer =~ tape 

2 * by Julian Page 

> " Amstrad Action Sept &7 
12 RODE I: FOR ce EBEBS to EBESB 


a ) ‘ PO READ rhireVAL(U eb +rS SPOKE af s 
rae | Es ‘cyt x: | 98 DATA 6C,1£,32,86,37 
Stephen “there is only one this 188 tot=@: RESTORE 200 sf WEAT x: CALL SBEGS 108° infinite spell enerey 
time” Basford of Crewe, Cheshire, 118 FOR c=8BES@ to BBE! 48 DATA 06,08,21,08,A8,11 08,48 118 DATA AF,32,F0,20,32,8E,2F 
. } : ik, a 7 - 34 j - a4 gfeti ge o a at 
is responsible for giving Anola- 1278 READ BS: wEVALCTA™ ene) 58 GATA CO,77,6¢,21,808,48,€6,85 i178 * no need te get wand 
softs game a hard time. You have 138 POKE c,v: tot=tot¢v: NEXT « nigra ele iphatn 138 DATA AF,32,95,35 
a choice of infinite lives, rocks and 140 IF tot<>4@25 THEN STOP PE OATH SO, A0 08,88 ,AN AF 32591 146 no peed. te eet nirret 
scooter Gobots with this Method 158 [Ff af*"n" THEN POKE EBEA1,61 BG DATA 19,352,351, 1E,52,60, 18,32 se BATA AF, 32 18,19 a2, 45,36,32 
' =a 1 i 4 LE a, a ft i i | iA 72 BATA 4,47 2, 5F,19,21,08, 08 Aa Aes ila tia rete — 
l poke. Gobots go botty yeaahh. 68 LF bs ni HEWN PORE EBEAG,4 = inl se it 44 i ' 142 BATA Co, 46 
te ee ‘ mibaee on 178 IF c$="n" THEN POKE EBEAB,4' OO DATA 22,49,19,22,48,19,22,40 saa) cate warts atuta-te tl 
Age o s == ts 140 6 e4 | ce F aie Ge 
EN Caer ai hide ORG es 188 POKE BOBSA,201: CALL BESO @ DATA 19,€3,88,13 See ecate scare corkat an ii 
é ' by Stephen Basford 198 DATA €4.04.21,96.8E,11 186 DATA 21,04,64,¢2,E3,41),c¢,€ 
3.’ Amstrad Action Sept 87 x za : ie Peet Peter Featherstone of Leeds 192 pATA 4! 
ig MODE 1: BORDER @ es ape span hard has also had a goat Mastertronic’s 200 ' start roon 
20 INPUT “Inf Lives (Y/N): ",a% caked achiev peta third Magic Enight game. His Me- 219 ' change @7 in line 238 to 


ce OATA TA,BC,18,0A,47,4! 
P30 CATA 42,47, 54,53,2E,42 
248 OATA 49,46, 38,00,52,50 
250 DATA 08,36,00,32,EC,0€ 


thod | poke gives infinite spells 778 ' a number between @8 and 34 
and energy. There is no need tO 716 DATA SE,87,32,CT, 16 
collect the murror or wand. And 248 ' don't remove 


30 IWPUT “Int rocks (Y/N): ",ba 
68 INPUT “Inf scooters (Y/8):",cS 
52 MODE B: FOR ct@ TO 15: READ a 


alleen @ DATA 3E,08,32,79,8€,C3 you can also start on any screen. P50 DATA C3,88,15,MA0 
Zé Ai E,@8, tf, 3 
‘a LOAG"!gobots.scn" ,ECOOG ate 5 i ' Storetringer == tape 
CATA O,13.,26,23,2,¢ 04-26 2i8 DATA 48,08 Storebring ey 
aa Da po ol F fa fe Fo FS r ! hy Peter Featherstone 


98 DATA 24,15,6,0,9,11,15,17 








Krakout e totaB: FOR are re ga4 

: «OP READ GSrv=VAL("S"+d$):POKE c,v 
A Method | poke that gives infinite ie Cabetathve BERT « 
lives on Gremlin's brick'n’bat «9 1: 1 5+=2972 THEN CALL B40 
game. Stephen Basford of Crewe i ppiwy “error in DATA!": END 
| '8 the man to thank. 70 DATA 06,01,21,50,08,11,08,01 












1 " Krakout -- tape f@ CATA CO,77,8C,21,08,07,C5,83 
? " by Stephen Basford 98 BATA BC,CD,7A,BC 21,56, 88,22 
3 ' sbestrad Action Sept a7 180 DATA 85,01,C3 ,88,81,2E,AF,32 
1 


P BORDER @: INK @,0: MODE 1 118 DATA 34,78,C5,94,4E 






Thing Bounces Back 
Gremlins bouncing game has 
been given a good seeing to by 
Peter Featherstone of Leeds, 
There are various infinite pokes: 
lives, slinkies, panics and oil 
Leave out the pokes you don't 
want (they are all REMed) and enter 
the poke using Method |. 


1 ' Thing Bounces Back -- tape ; 
e " by Peter Featherstone . 
46° Apstrad Action Sept &? i 


18 MODE 1: MEMORY BIFFF 

e@ LOAD’ !" 62808: PORE G2605,05€ 
52 PORE G2GR6, 83 

GO FOR f26358 TO BGO0: READ aS "i —————" ) 

38 TF aS="BOING" THEN 7@ | <<. - 4) a | i =z 

60 NEXT 1 ‘ _—— ‘This month’s winners 

PE CALL B35@ nen ll ‘a! No, you cant have the top prize two months in a row, Peter 

SO DATA 21,08,20,11,08,01,01 ,08 . | (Featherstone. Still, you're runner-up along with Julian Page and 

GANG ure aac, Tony Hoyle. But the winner this month is Stephen Basford for 
en bavi ef - Mi 8.33 ‘a wear \Arakout and Challenge of the Gobots. Gongratulations to the winners 
| slinkles ero ee and keep sending in your maps, tips and pokes. 

128 DATA 32,19,92 ' ofl V5 . | Dont worry if you havent seen any of your Masterpieces in 

138 DATA 3e,c9,32,38,93 ‘ Lives | , , . print. We shall get to them eventually. It's just that the AA offices 
148 "Leave following Line i | @eeare spilling over with Cheat Mode mail. We're slowly clearing the 

158 DATA c3,88,88,801NG : 7 @ backlog. 


‘ 
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Pick up your tniby and trusty bullwhip and don the mantie of the legendary indiana 
Jones’ Prepare yoursell for your most dangerous adventure yet-to storm the evil 


Temple of Doom and reecue the imprisoned children and the magical stones of Sankara! | - 
Beware the foes and hazards that block your way 
| The Thuggee guards will fight to the finish and | 
| poisonous cobra snakes will rise up in front of you 
te You will traverse penious ledges. ride under-ground | 
ne : ralhways, and croas the bottomless fiery pit in | 


Sursurt of your quest’ ‘ — 
You will call on adl your reserves of courage. strength G A Mi = S 
and skill, Push yoursel? to the limit, nde your luck ! : 


and the magical stores mary just be yours’ 


COMMODORE 64 css 9.99 os: 614.99 
SPECTRUM 48K css £8.99 
te tn ATARI ST. 619.99 


















ADVENTURE 





oy A 2 re ay 
aes a a ' 


Ahhh... the summer holidays... the sweltering heat... the 
waves gently breaking on the sun-baked sands... the 
distant chimes of the icecream van... the usual dire 
shortage of good software... and the Pilg creeps into the 
AA offices with news of Rick Hanson, Special Agent, 
readers’ games, and — gasp - more Pilg Programming! If 
only every English summer were as hot as the copy from 
the pen of the Cowled Crusader! 


Rick Hanson, Special Agent 
Robico, £9.95 cass 


Robico isn't exactly at the forefront of the Amstrad adventure market 
- in fact the Pilg can't remember seeing anything for the CPC from 
this Welsh outfit until now, Rick Hanson is the first part of a text-only 
trilogy which a year or so ago (according to Robico) wowed BBC 
owners across the nation. Will it give us Amold owners simular 
treatment? 

To start with, it's not often that you see a text-only game 
nowadays. The Pilg was never really much of a one for graphics, 
but in recent months some of the pics accompanying, for example, 
The Pawn — or Dracula from CRL =- have been so good that the 
Cowled Crusader has relented somewhat. Yup, there's no doubt 
about it, graphics can add something to the enjoyment of a game 
if they're good enough. However, most of the time they're not good 
enough, and some of the time — as here — they're absent altogether. 
If you've grown used to piccies with your prose, are you going to 
miss them in Rick Hanson? 

The game gives a good impression before it's loaded by coming 
in a long black box, complete with a small Adventurer's Note Book 
(blank pages for scribbles bound in black card) and a leaflet with 





a comprehensive list of clues and instructions. The Pilg is all for 
clues in packages (as with the Magnetic Scrolls games). You don't 
have to read them if you don't want to — though in this case it's 
rather difficult to look up a solution without inadvertently seeing the 
answers to other problems. Robico suggests that you get a fiend 
to look up the answer for you, but a little better design of the section 
would have made this unnecessary. 

The game starts you off in a disused railway station from which 
you must escape, having first received some instructions from a 
tape-recorder that, judging by its performance, must have been 
designed by Mr Bang before he teamed up with Mr Oluisen. 

There are some good features to the program, including 
ram-load and -save, back-one-move, and the ability to use IT, string 
together commands, and even enter interrogatives like WHERE and 
WHO. The parser does not, however, prove very helpful if it's having 
difficulty with your entries — simply replying “That only flummoxed 
me” or “Strange” or... well, you get the picture. Fellow pilgs well 
know that I like to be told why my inputs aren't being acted on so 
that I can ascertain whether I'm faced with a vocabulary or a logic 
problem. 

Once you get into the game there are a number of puzzles to 
be solved before you can achieve your objective - to destroy 
General Garantz before he nukes the world. Those of us used to 
Quill-based text games will be impressed by the large number of 
locations in the game and the lengthy text-descriptions. However, 
after a while you can't help feeling that the programmer saved more 
space by simply repeating phrases in various groups of locations 
than by compressing data. 

Despite the few nice touches in the programming and one or 
two nifty code-cracking puzzles, Rick Hanson doesn't ring any bells 
for originality and the Pilg finally abandoned the keyboard without 
sulfering intense withdrawal symptoms. Robico is obviously used 
to receiving plaudits from BBC owners. However, it is 1987, chaps, 
and this style of game, despite the effort that must have gone into 
both the packaging and the program itself, just won't wash 
nowadays at full price in the Amstrad market. Save your pennies, 
pilgs, for something better. 


Challenge 60% 


Atmosphere 48% Interaction 62% 
AA rating 92% 


Two from the shelf... 

The Cowled Crusader is always keen to receive copies of games 
written by readers. GAC and The Quil! have introduced many to 
the gentle art of adventure-wniting, and with the promise of PAW 
(Professional Adventure Whiter from Gilsoft) on the horizon the trend 
is bound to continue. This month Pilgy pulls a couple of recent 
submissions out of the bag and meditates upon the art of home 
brewing. 


Malevolence 
Quilled by the Page family, London SE17. 





Malevolence is a Quilled game in which the death of your uncle 
prompts you to set out to restore the family fortune. A lette~ from 
your departed relative indicates that this may be done only by killing 
one of your uncle's old acquaintances. 

just in case you think that knocking off the old man's pal is a 
touch antisocial, 1 should add that the aforesaid acquaintance has 
fallen on hard times and is now a bit long in the tooth... and he will 
happily demonstrate the length of his dentures by sinking them into 
your neck. To wit, the old codger has turned vampish. 

Malevolence has a great loading screen but is otherwise 
text-only. That in itself is no bad thing, but where Malevolence falls 
down - as do so many homebrew games — is in the quality of its 
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ADVENTURE 


= eee eee = ; 


puzzles and the style of the text. But let's not be too rude about it. 
Looking carefully at a game like this can teach us all a lesson. 

The fact is that designing puzzles for adventure games is 
extremely difficult. Many adventure designers tend to construct 
puzzles on the basis of finding objects. For example, in this game 
there is a large spider which you can pass only by burning its web 
- hence you need to find some matches. 

There are many variations on this “find object, solve puzle” 
theme. Sometimes you'll have to find several objects and combine 
them to make another — there's an example of this too in Malevo- 
lence, where you combine different objects to make a fishing-rod, 
eatch a fish, and use it to pass a hungry wildcat. Puzzles of that 
particular sort are quite common (making a blowpipe in Morden’s 
Quest to kill the pygmy, for example) and can sometimes be 
extremely difficull — as anyone who will remember making the sonic 
screwdriver in Siup of Doom will recall. 





A few “object puzzles” in a game is no bad thing, but in many 
homebrew games (and sadly in some commercial releases) that's 
all you get. What's more, they tend to rely for their difficulty on their 
obscunty — the only reason the sonic screwdriver baffled people 
was that no one in right mind would ever think of making one. 
However good they are, though, if object puzzles are all you get 
then the whole fee] of the game suffers. Malevolence relies almost 
exclusively on object puzzles, and the effect is, in the end, to rob 
the game of any real excitement, 

So what's a good puzzle? Well, to a large extent this is a matter 
of personal preference, but generally speaking a good puzzle will 
involve interaction with objects and characters in a way that reflects 
some of the frustrations we expenence in everyday life -— or, even 
better, invents new ones. For example, you can't lift a floorboard 
because you've forgotten to close the door, which has swung out 
across the board and is preventing you fom raising it (see The 
Pawn). Or in Infocom’'s Ballyhoo, you can pass a quard only by 
imitating someone else's voice: the trick is to inhale gas and alter 
its tone. 

That's not to say that object puzzies can't be great fun - the 
best example must be the Babel Fish in Hitchhiker's Guide fo the 
Galaxy. Those of you not familiar with this puzzle should know that 
the fish pops out of a dispenser and down a drain. If you block the 
drain, it gets whisked away by a floor-cleaning robot, and so on. 
To get the fish you have to employ several objects at once. It's worth 
pointing out, however, that even this puzle succeeds largely 
because of the humour of the text rather than the logic of the 

Malevolence has quite a few locations but here we come up 
against problemetite number two — style and originality. 

There are a couple of spelling mistakes in Malevolence, bul 
these are really not a problem. What is a problem is that none of 
the locations shows a real sense of invention. There's a place with 
a big nasty spider — well, ['m sure we can all think of at least one 
famous adventure with nasty spiders in it. There's a grassy hill, a 


42 AMSTRAD ACTION 


cobbled path, a little harbour with a rowing boat, a maze... All 
acceptable, but nothing that really zonks the brain with mind- 
blowing originality. 

It's not al) like that, thank goodness. There is an unusual 
underwater scene in a sunken wreck, but here we come across 
another stylistic error — inconsistency. There in the wreck, beneath 
the waves, is a book lying open on a desk. Now books simply do 
not lie open on desks in rusted hulks on the sea bottom. And if they 
do they certainly aren't readable. Of course they could be readable 
- that might make the basis of an excellent puzle - but in 
Malevolence you just hold your breath, duck under, and read the 
book. Aimurum! 

Mrs Page writes in the letter accompanying her family's game: 
“Are we wasting our time?” She and her family have been sending 
their game to software houses in the hope of getting it released. It 
hasn't been, and honestly the Pilg is not surprised. But that's not a 
problem — of course you're not wasting your time! There's an 
enormous amount of satisfaction to be had out of devising these 
dames instead of just being a consumer of purchased packages - 
and there will always be a friend or relative who will get a lot of 
pleasure out of solving them. 

However, if you rely for your satisfaction on the wider public 
exposure that comes with commercial release then you must 
improve the way you think about puzzles, and develop more ideas 
like your underwater scene. You can get a lot of help in this fom 
other adventurers — try joining a club like Pat Winstarley’'s 
Adventure Probe, dedicated to helping people write better games. 


Brainless 


GACed by Paul Thomas, Hucknall, Notts 


This is really a bit of a joke, this one. However, the Pilg thought 
he'd mention it because it's the perfect example of a game with 
some great ideas that needs the support of other adventure pro- 
grammers to improve it. 

The game is $0 full of bugs that I couldn't make much progress, 
but the basic idea is that as a newly-elected champion you must nd 
the land of the Black Knight. On the way you encounter such 
characters as Deaf, Flesh, and Pain — as well as Sunflower, Cinemen, 
and Gorm. 

“Look out for the biased judge,” warns the author in his letter, 
“and the pouting wood-nymphos.” 

The combination of characters with names like Deaf, Flesh, and 
Pain and “pouting wood-nymphos" was ample encouragement to 
the Pilg to load up this game. There are some nice orginal touches, 
including a jouwst where you must select different weapons in order 
to win, and a bottle of grog that induces romps in stables. However 
the program itself is a major disaster area. 

The spelling is so bad as to be occasionally misleading. I'm 
not sure if Deaf is really Deaf, for example —- | have a sneaking 
suspicion he should be Death. And although I love the idea of 
celluloid characters, | suspect that Cinemen are not littl people 
from the movies but actually a single person called Cinnamon. Ah 
well... 

The bugs, however, are unmistakable and quite inventive. First 
they corrupt the text, substituting graphics characters for words, 





and then the graphics rebel and take over the entire display, having 
magically converted the text to Mode 0 and reduced the graphics 
window to a single black spot. 

Brainjess is quite unlike Malevolence. The latter is a carefully 
programmed, thought-out game that sunply doesn't manage to see 
the player's imagination. Brainjess is anarchic, chronically pro- 
grammed, but shows an energetic imagination that could, with 
considerable dollops of help, produce an interesting game. 

Most homebrew games fall between these two stools — and in 
all cases the message is the same: the best games are collaborative 
efforts. Many players will play-test your software and assist in other 
ways without charge. So let's see some more software, home- 
brewers, and where there's space we'll fit you in. 





Wot, no tips? Wot, no mailbag? 


iiseeeasaihy sees stil bu Gait of apase ici the Piha. section, te 
very touched by those of you who have written in demanding that 
we should have more room, but at this time of year magazines grow 
somewhat lean and we all have to restrain our pen-pushing. Next 
month the Cowled Crusader will make it all wp to you with a bumper 
mail section, and the largest Tips column that we've had for a long 


Knight Orc 
Level 9/Rainbird, £14.95 cass, £19.95 disk 


Magnetic Scrolls with Guild of Thieves, Infocom with Bureaucracy 

- there's no doubt that the boys and girls at the top of the class 
have been wheeling out the big guns recently. But what about our 
old friends Level 97 Apart from Silicon Dreams — a rehash of older 
games — they seem to have been keeping a somewhat low profile. 
And in today’s competitive climate that just won't do. Level 9 has 
been in serious danger of becoming yesterday's software house - 
can they keep up? 

First, they needed to do something about their awful graphics. 
Whatever your own feelings about the pictures in, say, Silicon 
Dreams, the Pilg thinks they're rubbishy. I don't really believe that 
the Level § people — in their heart of hearts — think much of them 
either. Certainly when you put the graphics alongside something 
like The Pawn they begin to look sick. In fact put them alongside 


Lords & Ladies of Adventure 





Here's this month's list of brave and virtuous souls who have taken 
it upon themselves to offer their services to other, less fortunate, 
adventurers. In doing so, they run the nsk of making [riends around 
the world, achieving immortality and making their fnends green 
with envy. 50 if you've completed a game and are willing to help 
others, drop the Pilg a line. 

Participation in this column is an honour but remember it also 
involves actually helping others - Lords and Ladies who do not do 
their job properly come in for some fierce criticism and will certainly 
be in for a pasting from the Pilg. Think twice before writing... but 
you will find that, if included, your life will be the richer for it. 

Just one point here —- some Lords and Ladies occasionally send 
in “updates” to their lists. Because of the way this system works, il 
you wish to make a re-entry in the column (which changes every 
month) you must submit a complete reapplication. Please remember 
this or risk disappointment. 

Huchiuker, Spellbreaies 


Charlie Cant, $5 Bouverie Road West, Folkestone, Kent, CTO ILA 
& (0303) 532766 on a SUNDAY ONLY phrase 


Message from Andromeda. Fores af fhe Worlds Enc, Heroes of Karn 
Derek Oliver, 11 King [Edward Road, Ramegate, Kent! 


Imeeeia of Babylon 


Adventurmand. Forest af the Worlds Enc. The Hobbe, Clase Advertwe. Heroes of Kare 
jewel of Babylon, Message from Andromeda, Mardons ean | Roc Moo Sphynx, Warord 
Never-ending Story, Fantana Dumond, Spelibound. Seabase Delta Dun Gaagh, Marsport 
Sorcery, Devd's Crown, Worm in Paradise, Souls af Darkon. Emerald [ek Ro urn to Eden, Wild 
Bunch 

Tim, Thanescroft Cottage, Lords Hill, Shamley Green, Guildiord, Surrey, GUS OT] 


Red Mean, Want in Paradise, Poice of Magic, Heroes of Karn, Forest af tho World: End flowed: 
Of Babylon, Message from Andromeda, Subsunk, Seabase Delta, The Experence, Spyirek 
Imaginahon. Colioasa! Adverture. Adventure Quest, Dungeon Adventure. Monsters of Murcdac 
Bob Weeks, 9A Lydney Close, Paulsgrove, Portemouth, POG OG 
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any graphical adventure from CRL, Interceptor, Delta 4 or Mel- 
bourne House and they still look decidedly peaky 

2COn thay nodded id do something about the proguaaniig 
of their games. Other programmers are developing the art of 
interactive characters with each new release. Level 9 can't afford 
to lag behind in this race - anyone can introduce interactive 
characters in a game, but getting them right takes a bit of practice. 
The Level S9ers haven't even been going through the motions here. 

The fact is, the adventure market is changing. More and more 
for the old way of life when a game loaded from tape and had to 
be squeezed into memory all at once. Level 9 excelled at that sori 
of thing — its Compression and parsers were second to none in the 
old days. They still are. But who needs them when you've got 128K 
and a disk-drive? 

I know there are lots of pilgs out there without disk-drives. But 
do not despair — the pnces are dropping rapidly. And if you're not 
interested, think what you're missing out on - no Infocom, no 
Magnetic Scrolls, no Aoronis Riff, no Tau Cet Specia/ Eqinon ... 

Meanwhile, however, Level 9 has come back with fists flying 
- and released Knight Orc through Rainbird, featuring — yes, you 
guessed - interactive characters, souped-up graphics, and an 
upgraded parser. 

The game concerms an orc by the name of Grindleguts and 
comes on three cassettes or one disk. The Pilg has played the ST 
version and much enjoyed it, though I do have rese 5. First, 
we're stuck with Middle Earth scenarice still, when other compaties 
have struck out into other, newer game arenas. Second, the 
interactive characters are just a bit self-consciously programmed 
and their responses are sometimes incomprehensibly inappropriate. 

However, you can now FOLLOW other characters, address them 
directly, give them one or several commands, and even WAIT FOR 
them to arrive. In addition, the game features 60 T0 and RUN TO 
commands which enable you to move directly to a named location, 
with location descnptions en route printed or not printed respective- 
ly. FINO does similar things with objects. 

The game comes in the usual Rainbird sumptuous packaging 
complete with a poster and booklet containing a novella that sets 
the scene for the game. It also forms part of the anti-piracy system 
so you shouldn't throw it away unless you really know it by heart. 

Stay tuned for the Pilg's definitive review of the genuine Amold 
version — coming soon... 








Spelibound Meson | Prowect Volcano Meroes af Earn. Forest af Worlds Find 
Mesxage from Andromeda Krogh? Time, Jowele of Babylon The Bagg Bored of thw Annas 
(thats to joan Pancoet) The Hobbit, and Trapdoor 

lain Purdie, 9 Glassford Road, Strathaven, Lanarkshire, MLIO GLI = (0957) 22663 


Forest at the Worlds End The Habba, The Lord of the Rings. Warlord Seabase Dels 
Martin Empson, 24 Robin Hood Lane, Hall Green, Birmingham, B28 OLN 


Gracia, The Boga. After Shock, Warlord. Herods of Karn, Jewels of Babylon. The Hobba 
Forest at the Worlds Ead. Adventure Ques, Colocea! Advenure 
john Vincent, 62 Hillside, Stowmarket. Suffolk, [Pi4 7HA 


Heavy on the Magick, Dun Darach Tir-Na-Nog, Farbght. jewels of Darkness Paice of Magix 
Red Atoon 


Irene Allen, 15 Seventh Avenue, Garsion Park, Tilehurst, Reading, Berks 


Emerald fale, feta fo Eden Worm om Paradiece, Poce of Magik. Vera Cror Afar, Qoestprobe 
ft Gerd of the Ange, Aodebul, , Boga. Aotun of Sherteack, Souls of Garton Affersiack a 
lewekt of Babylon. Dracula, Terronmoaimnos. Moardoans Woe Clase Adventure, Mincichadow 
Soubae Dele Subsunk, Spy: Trek, Imeagmanos, Messe Dore, Nypthybel Theseus, Marr View 
The Mormuiiage, Poach; Trowhhe Aroht Time. Soeiibound Aenilla, Serordse and Sorcery, tie 
Fourth Protec! The Mural Microman, Galamas, Enchanier 

Tyron Austin, 1) Warner Place, Lianelli, Dyfed, 5A15 INW 


Enchanter, Monion s Quest, Forme Al World's Encl fewels of Babylon Heroes of Karn, Mesace 
fom Andromeda, Warton, Worm on Paradise. Red Moon, Marsport, Dun Daragh Adventure 
land, Claac Adventure, The Hobiu, Sphynx Adventure. Neverending Snowy, Souls of Darkon 
Koken of Sherwood Fantana Diamond Spelibound Knagit Tyre. Seabase Delta Ereradkd [ole 
Fenn to Eden, The Bogow, Bugey, Add Bunch 

Tim Gurney, Thancscrof Cottage, Lords Hill Shamley Green, Guildsard, Surrey, GUS OT] 


Contacting the Pilg... 


fimstrad Action. 4 Susen n Street, Bath, BAI =) 


fo eg ry 
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Programming 
with the Pilg... 


PART 


After three months of a space-shortage curse, 
the Pilg programming course resumes its rightful 
place upon these hallowed pages. The listing you 
typed last time is made lucid. 


Aidvesiare programs, as we said eartier in the senes, require one 
to make a lot of IF-THEN type decisions. This is easy in Basic, but 
it does take up rather a lot of space if you have endlessly to repeat 
IF statements in your program. In the previous two instalments we 
began to look at other ways of taking decisions - let's just back-step 
a little and examine the problem we set ourselves. 

First, you were asked to type in the following listing and run it. 


1" Program for pilgrims to puzzle out 

2 ' Amstrad Action May 1987 

18 CLS: node=1 

20 RESTORE: FOR n=1 TO node: READ aS: 

30 PRINT af;" (Y/N) “: GOSUB 44 

48 IF node<Bh THEN 20 ELSE RESTORE 68: FOR n=8 TO node: 
READ mS: WEXT mz: PRINT: PRINT mS: END 

44 i$=SITNKEYS: IF 1$="" THEN 44 

45 IF C(LOWERS(i$)<>"y") AND CLOWERS(iS)<>"n") THEN PRINT 
“Answer yes or no. ": GOTO 44 

ry) node=(node*2)+ABS(LOWERS(i$)="y"): RETURN 

58 DATA "Are you happy?", "Oh dear. Do you get on well 
with your parents?", “Homm...VERY happy?", “Do you 
live at home?", "Have you got spots?", "So there's 
something wrong...7°, “Been drinking?” 

68 DATA "Go home and sort it out then'", “Leave home at 
once!", "Cheer up then - it can't be that bad'", "See 
a doctor!”, “Ye gods! A NORMAL person'", “Boy! Are 
you mixed up!", “You must have religious tendencies.”, 
"That explains everything...” 


EXT ni 


The program, when run, asks you a senes of simple questior 
and, depending on your answers, prints an appropriate maenage. 
The logic of the questions and answers is shown in Figure 1. We 
call the type of structure shown in the diagram a “tree”, for no better 
reason than that if you turn it upside down you can see that it looks 
a bit ike one. There is a root box, or “node” at the bottom, and the 
tree then branches out to other nodes. 


Do it in your head 

Without running the program, you can now imitate the logical 
process it 6 carrying out by putting your finger on the node 
numbered 1 and asking yourself the question in the box. If your 
answer is yes, then you trace your path along the branch marked 
yes until you reach node 2. You then repeat the process, branching 
either left or nght depending on your answer, until you reach one 
of the nodes on the bottom row. This node will contain the message 
that would have been printed out by the program had you 
responded in the same way to the questions when running it. Try 
typing it in and running it a few times to see it in action. 

This particular tree is a very limited and rigidly structured one. 
You can see that each node has only two branches leading from it 
- or, in the bottom row, no branches at all. A node that has branches 
leading from it to other nodes is said to be a “parent”, and the nodes 
it leads to are its “children”. In this tree, all parents have two 
children. The nodes have also been numbered systematically, 
starting with | at the top and working down sequentially. In this 
case therefore there is also a strict numerical relationship between 
the different node numbers. 

We can express this relationship by saying that for any parent 
node, the “yes” branch leading from it to one of its children will 
lead to a child whose node number is double the number of the 
parent node plus one. So if you put your finger on node seven and 
answer yes to the question “Been drinking?", you will end up at 
node 15, which is 2x7 + l. 

Now let's look again at the listing — which incidentally the Pig 
forgot to renumber before printing and for which | apologise. Having 
odd line number sequences like 44, 45, 46, 50 is very bad practice 


44 AMSTRAD ACTION 





and makes entering listings tiresome because you can't use the 
AUTO function. However, the listing was originally printed in this 
manner, and to avoid confusion I didn’t want to change it. 


Step by step the Pilg expounds 

Back to the nitty-gritty - if you're an experienced Basic 
programmer you may want to skip this bit, but have patience 
because even a simple program like this can be incomprehensible 
to some readers. We'll explain it line by line. The program first, in 
line 10, clears the screen and sets the variable node to 1. So we're 
starting off at the top of the tree. 

In line 20, the program sets the data pointer using RESTORE to 
the first data statement in line 50. If you look at the diagram, you'll 
see that this is the question for Node |. The program then goes 
through a loop, reading data statements into the string variable a$. 
The number of times it does this is determined by the value of node. 
Since right now it's sét to one, it does it once only, and we end up 
with “Are you happy?” held in a$. 

Line 30 prints this question on the screen with a Y/N prompt 
to the reader to answer yes or no. It then jumps to a subroutine 
held in lines 44 to 46. 

Line 44 checks for a key-press and recycles until it detects one. 

Line 45 checks that the key pressed is either a Y or an N. If it 
isn't, it reminds the player to enter yes or no and jumps back to 44 
to try again. 

Now line 46. This line does all the work. By this stage, the 
player must have entered either a Y or an 4. So the program knows 
that an answer has been given. You will remember that earlier we 
pointed out the relationship between the node numbers, so we know 
that if the answer was Y then the new node we want to jump to is 
the current node number times 2, plus 1. If the answer was N, then 
the new node number should be the current node number times 2. 

The important function here is ABS(LOWERS(i$) = “y"). By 
referring to your Basic manual (if you're puzzled) you will see that 
this returns zero if i$ holds anything other than “y” (in other words, 
it will return zero if the answer was no) and one if the answer was 
“m 

Once it's processed this line, our program has calculated the 
new node number depending on the answer we typed in. It now 
jumps back to line 40. 

Line 40 now checks to see where we are on the tree. Because 
of the rigid structure of our tree, we know that once we reach any 
node with a number greater than or equal to 8, then we've reached 
the bottom of the tree and wish only to print the relevant message 
and stop. So the program first checks to see if the value of node is 
less than 8. If it is, it cycles back to line 20, reads through the data 
list node number of times, thereby arriving at the correct question 
for the current node number and then carries on as before, printing 
the question and waiting for an answer, calculating the new node 
number... and 50 on. 

If the node number is greater than 4, then it's a simple matter 
of setting the data pointer to line 60, where all the messages for 
nodes 8 to 15 are stored, reading the correct message into a3, and 
printing it on the screen. Voila, hey presto, fiddle de dee — and go 
back over the above again if you can't work it out. It really is 
astonishingly simple, so don't be put off, no matter how poor a 
programmer you think you are. 


A kernel of great power 

However simple it may be, though, don't let the simplicity blind 
you to the fact that this small program has demonstrated a very 
useful function. We've avoided lots of IF statements — there may be 
three in the listing, but the point about this method is that there 
would still only be three if the tree had 10,000 nodes and 9,999 
decisions to process. By looping through the same three If 
statements we save programming space and keep our code more 
compact. 

However, the real value of this technique is actually something 
quite different —- and which we haven't mentioned until now. The 
great bonus is being able to use a method which allows you to 
sketch out the logic of your game in diagrammatic form, and then 
translate it directly into Basic. The decision structures in your game 
will be far easier to fix diagrammatically. And in the next instalment 
of Pilg Programming we'll explore the adv es of using this more 
visual means of designing a game's logic, as we continue with the 
programming of our mini-adventure. 


























Choose from an 
awesome array of 
for the battle of a 
lifetime! 








MAIL ORDER: If your dealer is 
us — send your crossed 
cheque 'P.0. made out to 

Ariolasoft U.K. Ltd., including 

your oun name ond sbdross, " 

NW1 2ND 
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CROWTHER & ROSS GOODLEY 


NOW FROM THE T.V. SERIES 


C&4 128 cass £9.99 064/128 disk £12.99 AMSTRAD cass 
£9.99 AMSTRAD disk £14.99 SPECTRUM £8,99 









Ace McCloud, Joke 
Rockwell and Max Ray 
are THE CENTURIONS! 
Stop the evil Doc Terror 
in his desperate bid to 
the Centurions through 


find all six parts of the 
master key before it's too | 





ACTION TEST 








There's a slightly different look to the start of Action 
Test this month. We've dispensed with the full list of 
games, and from now on we'll indicate just the Raves and 
Mastergame on the Line-Up. 

This month’s Mastergame is Exo/on, a really stunning 
game that will make your eyes pop out when you see its 
colourful graphics and wild explosions. 


The Raves are packed with action of all sorts. F/5 
Strike Eagie is a very advanced combat simulator. Zynaps 
and Starfox take a more futuristic stance, whisking you 
off into space. Starfox in particular will amaze you with 
filled-in 3D graphics and lots of space zapping. There's 
also the new James Bond game, which didn’t get a Rave 
but is bound to cause a lot of interest. 


TRIO 


Hit Pak, £9.95 cass, £14.95 disk, joystick or keys 





Another compilation where they use one good 
game to dump off a couple of slack games?’ 


time. You also get the opportunity to control 
an eel — useful for getting into small spaces 
Those without much patience have the ophon 
to send away for a solution. Graphics are dull 
and lifeless in colour, though the bubbles and 
animation are good. Music is comy; it recites, 


him by flying nasties. By hitting certain objects 
with your sword, you can increase the energy 
of your sword, shield and armour. Every now 
and again, he will have to fight an awesome 
warrior. Use shield to fend off his blows, and 
sword to stab hum. Graphics are big and very 


Not quite, but close! 

The first of the trio is Airwolf I/. The game 
intro ties to make Stnnglellow Hawke seem 
like an avenging angel. 50, to decipher: Tou 
control his new helicopter. Shoot everything 
in sight. Along the way, you will find extra bits 
of weaponry to help you. A good game, with 
detailed but single-colour scenery. Movement 
is af a sensible speed. As with all three of 
these games, the music is catchy. This game, 
however, has more music than the others, and 
it's all great! Sound-effects are also enjoyable. 
By far the best of the three games 


|. 









construct a submarine. Control is rotational 
You can pick up as many as six objects af a 

IDC —a strange name for a strange game. 
You are a submarnner who must wander 
around the seabed in search of parts to 
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is this a Elec? 


“I do like to be beside the seaside.” 
I could play it once or twice, since it's on the 


same side of the disk as Airwolf I! 
Greaf Gunanas is the last of the tio. You 

‘Contro]) Gurianos on his most difficult mission 
‘yet. He must fend off natural missiles fired at 


ni msticas uct alt of dude oie eoeaaaaciog 

in the jong run. It's nice to see a 

y compianon of games that havent been 

released before: Let's hope there's more 
BW 





colourful. Sound-effects during the game are 
bad. The only music is during loading CB 


| suppose 















GRAPHICS 39% 
_] Large and colourful in Great Gunanos 
§ Dull in SDC 


SONICS 


] Fantastic range of good music 


82% 


GRAB FACTOR 73% 
L| Airwolf I is the easiest to play 
@ The other two are more like space-fillers 


STATING POWER 71% 
| U Lots to get into with all three games 
| CL) Airwolf If and 3DC are oo 


AA RATING 


| Three very different games for the | price 
of one. 




















WONDERBOY 


Activision, £9.99 cass, £14.99 disk, joystick or keys 


I have been playing this game in the arcade 
near me for quite a while. I'm still no good at 
it, but there was something about it that kept 
me playing — until, that is, 1 saw someone score 
over 250,000 on it. I don't know why, but I felt 
quite inadequate after that. Anyway, this ver- 
sion I looked forward to, though I did in no 
way expect it to live up to the arcade stand- 
ards. 


The Verdict | 
GRAPHICS 58% 
@ Dull colours and slow movement. 

C) Great loading screen. 


SONICS 
L) Good music. 


'GRAB FACTOR 65% | 


| || ~ movement takes a while to get used | 


es i ais quest to complete. 


STAYING POWER 72% 

_] Seven territories of four lands of four 
areas. 

(_) Life gets harder as you progress. 


AA RATING 
ab ict cquibe what 2 conkd have been. 











You play Wonderboy, in his long and 
arduous mission to rescue his girlfnend Tina. 
Tina has been kidnapped by the evil king in 
a land far, far away. To get to him, you must 
traverse seven territories. Each territory con- 
sists of four lands and each land consists of 
four areas. Confused? Me too! Anyway, you 


QUAI 


Fifth Quadrant is based on an old and tired 


FIFTH 


Bubble Bus, £8.95 cass, £12.95 





theme. It mixes Aliens with the standard Knight- 


lore qualities. In other words, you have a 
choice of four robots, each one in a different 
locan ation. 


The Verdict : 
GRAPHICS 62% 
LJ Intricate robot designs. 

@ Drab colours. 


SONICS 
@ A few zappy effects. 


GRAB FACTOR 57% 
[] Slog is less confined than the rest and 
thus lets you see some of the ship. 

@ Not easy to get into. 


STAYING POWER 
(] Difficult mission to complete. 
L] Tasks and multiple characters keep 
AA RATING U% 
IB I'd have preferred it in the budget range. 


48%, 


65% 





You start as Slog, the captain and pilot of 
the ship. Slog is annoyed that his old compu- 
brain is slower than the other robots. You can 
swap roles among Slog, Piot the ship's naviga- 





will understand if you play the game. AI the 
end of each territory you will come face to 
face with an ogre. Defeat him at all costs - 
mainly because you cannot get onto the next 
terntory without doing so. 

On your way you can pick up fruits, by 
jumping into them. There are also eggs which 
contain a useful item: an axe, a skateboard - 
which you nde - or a guardian angel Be 
careful to jump over obstacles and to throw 
your ever-replenishing axe at the killer frogs, 
bees and snails. If they hit you, you die. 

The first thing I have to say is that in 
almost every “true to life" aspect, this version 
is similar to the arcade one. The music is the 
same — or rather, attempts to be the same. The 
graphics are dull in comparison not only to 
the arcade version bul also to other games for 
Are. However, this game is not too bad. Its 
slow animation is annoying, but I got used to 






tor, Enut the engineer, and Bodd. (What a 
name! | often wish | had been christened 
Bodd.) Bodd is a bit of a coward and, to be 
blunt, pretty thick — the Lofty of the spaceship. 

Your mission is to use each of the four 
robots to rid the ship of the intruding Zimen. 
You do this by freeing each robot and logging 
it into the bridge computer. (What's Bridge 
got to do with it? This is no time for games!) 

The Zimen appear in most rooms and can 
be zapped by the robots if they're carrying a 
Weapon. You can access various pieces of 
instrumentation replenishing energy, for ex- 
ample, or activating a computer display. This 
is Where youll need to decipher the alien 
language - nol an easy task. 

Graphics are detailed but lifeless and 
uninspiring. Sound is reminiscent of the old 
Vespas. Don't expect to be stunned by any- 


The lod with a mission 





ACTION TEST 


High 
= 


£15155) 5) 


SECOND OPINION | 
Fite one's got que 9 io gale BE ¥ = 











peli bsifeitandea singing pass oy 
addictive. The multiple starting points — 
‘oop evo awh eer 





it. | enjoyed it, and I wish it aie ain aes 
- mainly ‘cos it saves me 20p a go! CB 


FIRST-DAY TARGET SCORE 
23,000 


it gets better. Youll certainly have fo map 











it to get anywhere, and there willbe 

plenty of tasks to keep you going. ow 
GREEN SCREEN VIEW 

No problems here. 


x. 1, 
a id 


thing, but you will find plenty to keep you 
interested. The biggest annoyance is the 


speed of the robots - a bit too hard to control 
at times. CB 
FIRST-DAY TARGET SCORE 

Free Slog. 


D ACTION 47 















ACTION TEST 





SLAP FIGHT 
Imagine, £8.95 cass, £14.95 disk, joystick or keys 


No sooner does one game appear in which 
you pick up objects to enhance the power of 
your ship than a whole shower of them do. It's 
basically a logical extension from adventure 
games, where you can pick up objects that 
expand your abilities, which was then adopted 
IN arcade adventures and now shoot-em-ups. 
I've found it's got boring rather fast but at least 
it provides variety in what might otherwise be 
ordinary games. 

This is of the vertically-scrolling breed of 
shoot-em-ups and is another of those oh-so- 
popular coin-op conversions. The concept is 
simple enough: just fly about the screen as it 
scrolls beneath you and wipe out any aliens 
foolish enough to wander into your sights. 

The background is colourful and varied, 
scrolling smoothly but slowly downwards. This 
slowness would be more annoying if you 
werent usually busy concentrating on staying 
alive, rather than hurrying forward. 

As you blast the aliens you'll notice same 


It's a playable game with slick graphics 
and plenty of variety. The weapon-choosing 
is unonginal And in the long run I think the 
game's just a little easy. Sull a good game thal 
won't disappoint action fans. BW 


FIRST-DAY TARGET SCORE 
20,000) 


SECOND OPINION 
A tired subject: pick up objects to 
| increase firepower, blast away. It may not 


| win points for onginality, but is very 


| playable and addictive. 


| Looks good in green 





of them leave gold stars lying around when , 


they're destroyed. Pick one of them up and it 
cycles one step through a menu of additional 
powers. Choose to have one of these and it 
will return to the start of the menu. 

The eight facilities are: extra speed, 
return to normal shooting, shoot sideways, 
increase size and firing rate of ship, bombs in 
front of the ship, laser beam, homing missiles 
and shield. Of these the most useful are the 
homing missiles, which last indefinitely and 
home in on their targets. Once you've got these 
you can use them in conjunction with the shield 
and extra speed to create alien megadeath. 


SHADOW 
SKTIMIIMIER 


The Edge, £8.95 cass, £14.95 disk, joystick or keys 


This game arrives with quite a reputation for 
its graphics on another computer. As ever, 
we're not going to judge a game by comparing 
it to other machines, but it has certainly 
retained much of the graphic quality. 

You're flying a skimmer on the outside of 
a larger starship. The defences have been 
activated and can't be switched off. To survive 
you've got to make your way through three 
defensive zones and find the entrance back 
into the starship. 

On each zone you have to locate and 
destroy an object that will cause a barner to 
disappear, allowing you to pass on to the next 
zone. The object is the same in all three zones, 
so once you've found the first one you'll know 
what to look for in the next two. 

Many of the locations have portals which 
produce various types of defensive craft. 
These fly aimlessly about, loosing off a con- 
stant hail of fire — which will will damage your 
shields. The shields also run out with the 
passage of time — so you have a time limit. 
You have three shields with which to complete 
the game. 

The rest of the scenery doesn't do much 
except look pretty and get in your way. Your 
craft occasionally needs to flip upside-down 
to pass under an obstacle, a more vulnerable 
position because you can't shoot. You also 
have to take detours inside the ship using 
hatchways leading to internal corndors. 
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The graphics are very colourful but where 
the game falls down is on the action The 
defences provide no sort of challenge - just 
shoot wildly. The three objects aren't difficult 
to find: you'll crack the game quickly. It looks 
impressive to start with but it's a game you'll 
solve quickly and never come back to. BW 


FIRST-DAY TARGET SCORE 
Complete the game 


SECOND OPINION 
effects up to scratch. Unfortunafely there 
is ttle in the way of gameplay. Wul hold 
your inferest for a while, but tends to be 


SOW Mov. 

















) BB but the theme is wearing thin. 





The Verdict 


| mie trade 


| SONICS 
| () Good tithe tune and effects. 


FACTOR 








| GRAB 
| C1) Lots of blasting right from the start 
| L) Nice variety of additional weapons. 


STAYING POWER 
|] Lots of tough aliens and variety. 
@ Scrolling is a little too slow to keep the 


Vay wall: 76%, | 










GRAPHICS 
() Detailed and colourful sprites and 
backgrounds. 
||] Nice explosions. 


SONICS 
| Good tithe music. 


GRAB FACTOR 
|] Interesting to explore. 
@ Defences provide litle challenge. 


STAYING POWER 52% | 

[| The object to shoot isn't always easy to 
find. 

@ The game isn't large or complicated 
































TV T Galic 
@ Don't be deceived by good looks. 





INDEPENDENT 
COMPUTER SHOP 


H&D Services 
£13538, Ashton Old Road, Higher Openshaw, Manchester 
EMii 1G Tel. 061-370-5666 


FORGET 
WIRE-FRAME 3D. 

















EVER THOUGHT YOU COULD RUN THINGS BETTER THAN 
THE GOVERNMENT? "YES, CHANCELLOR! IS A COMPLEX 
MODEL OF THE ECONOMY. AND OF THE EBB AND FLOW 
OF DEMOCRATIC POLITICS — UNEMPLOYMENT, STRIKES 
OPINION FOLLS, FINANCIAL CRISES, INFLATION, TAXES. 
THE SIMULATION FOLLOWS GENERAL ECONOMIC LAWS 
AND ALL THE OUTCOMES ARE LOGICALLY TIED TO YOUR 
DECISIONS. CAN YOU STAY IN POWER LONG ENOUGH 
TO WIN THREE ELECTIONS = AND A LIFE PEERAGE? 
PO 1542, POW 8256/8542, GRO GEa/ei2e 
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All types of home computers: Amstrad, Sinclair, 
Commodore, BBC etc — prices from £7.00 (for minor 
faults. e.g. keyboard type faults) inc. VAT and post and | 
packaging and three month guarantee. Also, we 
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How To Save Money 


Don't spend it. But — you've got to live. So you've got to 
apend money on food, clothes, fuel and so on. 
50 how do you save? You use the tools at your disposal: your 
computer, your intelligence, your skill. 
You use the Home Finance Program — designed w help you save 
money, 
The HFP. it runs on Amstrad PCWs and the CPC6128. 

It gives You an instant picture of your finance and caters for up to 15 
accounts. The HFP is fast, easy-to-use, and comes with a 
comprehensive manual. send cheque/PO for £24.95 and your 
personalisation message to: 


Datavise (AA) 
20 Drumnaquoile Road, Castlewellan, Co Down BT31 9NT 
or sae for further details 











* EXOLON 

















Pritts B.S ¢ cats, £14.95 disk, joystick or keys 


Raffaeie Cecco may not be a familiar name to 
you, but if I tell you he wrote Equinor from 
| Mikro-Gen, you'll know he's building quite a 
| reputation for great games. His latest is re- 
leased by Hewson and should be an enormous 
The hallmark of Equinox was a combina- 
play. This is repeated here but in a completely 
| different type of game. I's an unadulterated 
| Bomb-bullet-and-blastem game across 125 
screens of action. It's split into five zones of 
25 screens each. You have to make your way 

from left to night across the screens, and once 
sage of one screen there's no going 
| back. 

The character you control has two weap- 
ong and two fighting modes to destroy the 
| deadly alien forces. The weapons are a missile 
launcher on your back and a blaster. The 
| Missihes arc out in front of you to destroy larger 
| obstacles in your path, and the blaster shoots 
straight in front of you to kill the smaller allen 
forces. 

The first alben you come across is a large 
piece of artillery that fires off single shots at 
you. You have to duck underneath its bullets 
and loose off a missile that will shatter the qun 
| into a myriad of flying pieces. The explosions 
| really are something else - chunks of alien 
| equipment fying all over the screen 
| The gun is followed by a few more large 
but harmless obstacles. Then the fun really 
starts. Aliens will start fying on from the nght 
of the screen, in movement patterns that 
wobble up and down, circle around or accel- 
erate towards you. The blaster can zap them. 
but their constant height changes will often 
| force you to leap up and down to get them. 
| They will keep coming at you until you near 
| the right-hand edge of the screen. 
| The way the aliens stop when you get 

near the edge of the screen is a measure of 





the thought that's gone into the gameplay: it 
means you dont get surpnse deaths from 
things appearing just as you're about to move 
off screen. 

A particularily malevolent alien is the 
birth-pod: a large aphere full of wriggling 
objects, When you missile it, it releases a 
horde of red spheres which have to be quickly 
tapped with the blaster before they disperse. 

Missile launchers are tricky because they 
launch shells straight at you, which have to be 
shot by the blaster. They come on two levels, 
so you have to duck and stand up very rapidly 
as you advance on it. This is another instance 
where the shells stop coming as you get close, 
in order to give you a fair chance. 

One of the nastiest dangers is the quided- 
missile module. This sends a missile after you 
as SOOM aS YOU appear on screen. Tou can 
sometimes avoid the missile, but the best 
solution is to destroy the guidance module 
with your own missile as fast as possible. 
There are many other dangers including land 
mines, combined guns and launchers, and 
hammers that appear from the floor 

That lithe lot gives you plenty of trouble, 
not helped by your limited supplies of both 

ais and missiles. The layout of the screen 
can also be awkward, forcing you fo jump over 
things or choose between two possible levels 
to proceed forward. You get between platiorm 
levels by means of teleporters - which can 
also come in handy for getting you out of 
trouble. 

The news is not all bad. There are plenty 
of replenishment units for the blaster and 
missiles to keep your blasting ability going. 
Each of the five sections also has a module 
where you can put on an Exoskeleton. This 
gives you a double blaster and makes you 
invulnerable to things like land mines and 
hammers. However, if you use it you don't get 
a bravery bonus at the end of the section. 


ni 





Birth-pod releases hordes of swarming red spheres 


The hero changes intr 


| ae Fs Ss, —- ie 


The graphics can't be praised highly 
enough. As well as the explosions there's good 
animation, marvellously designed objects and 
screens and excellent use of colour. The 
gameplay is compulsive and needs constant 
concentration to survive. You'll not only marvel 
about how this game looks but you'll be totally 
hooked by the action. BW 


FIRST-DAY TARGET SCORE 
40,000 





Guna boos 
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1 









By 


CON 


“F wmall but deadly butlets 
Teleporters can get you out of crouble fax 








How about that for an explosion! 








ACTION TEST 





rll bet lots of you remember the Starmsinke 
games. Number one was one of the earliest 
Amstrad shoot-em-ups and number two feat- 
ured solid 3D ships. The team that brought 
you those games and did the conversion of 
Starglider calls itself Realtime, and this is the 
latest project 


SECOND OPINION 
Evye-catching graphics and smooth, fast- 
moving filed vector shapes make this 
game a real treat. The sound is suspect. 
but a small point when compared fo the 
overall gameplay RpM 


GREEN SCREEN VIEW 
No problems 





It's another game set in space and feat- 
ures filled-in 3D graphics simular to those in 
Starstrire i. it takes place within a cube called 
the Rubicon, where you have to complete eight 
tasks to get through the eight levels of play 
The cube contains eight home planets, an 
Invading planet, fuel ships, storms and an 
awn lot of hostile ships 

Your oockpit display provides information 
on YOur co-ordinates, weapon selected, fuel, 
Speed and rear-view monitors. The alen shups 
come in several vaneties — all solid and al 
fast. They attack in convoys, each convoy 
attacking in waves of one, two or three al a 
ine 


























The Verdict 
| GRAPHICS 
Fast, filled-in 3D graphics 
Excellent Gocking sequences and 


@xplOs10Ns 


| SONICS 


‘- Hiasting effects and little else 


4 7 "a 


GRAB FACTOR 87% 
initially youl! emoy the Dlasting 
| @ You might have trouble suesing out the 
| AHolocube 


STATING POWER 9], 
| Tasks pr of challenge and 


Variety 


OVIOe jot 


Aliens aclopting your brings if 


a SUSie@oe Bheme;§ 


A hd LOTS 


AA RATING 


Yell thought 


Out and extremely 
Dia yee 





TOU are inMifially armed with 4 weak laser 
bul can upgrade your weaponry later. You'll 
need multiple hits with this to destroy ships, 
which explode in a satisfying ball of light. The 
task on the first level is to wipe oul enough 
aliens, made much easier by a Visit to a planet 

You first have to locate planets by [ying 
near them the instructions tell you how to 
find the first two. Tou can then activate an 
autopilot that flys you to the planet. You have 
to fy down a wormhole without damaging your 
shields against its sides, and dock with a 
mothership orbiting the planet. This graphic 
sequence is delightful, particularly when the 
mothershios tractor-beams pull you in stem 
first so that you first view the sequence in the 
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We Comme in peace 


rear m 
front. 

The planets refuel the ship, replenish the 
shields and allow you to take on board more 
powerful weaponry. Each weapon produces 
a different graphic effect when used, but you 
can only find out their relative strengths 
through trial and error. This is important 
because on the next level the aliens will have 
adopted the weapon you used previously and 
developed a defence against it. This means 
you have to upgrade in the night order or get 





detected they appear on the Holocube, a 
three-dimensional map of the Rubicon which 
can be viewed, rotated, and zoomed into or 
out of. When you come out of the Holocube 
you'll be facing in the direction that you were 
facing inside the cube. 

The various pieces of instrumentation 
come in handy for keeping you alive. There's 
the ee eee: ee ee automatically 
swings you to face an ince ship, very 
deoiek becanse they'vé cule difficult to track 
otherwise. The fuel and shield indicators show 





~~ wi-baal let lane) 
, range 





you when you should run for safety or try to 
find a fuel ship. These provide another good 
docking sequence as you refuel through the 
nose of the ship. 

The combat is enjoyable and testing, but 
the crucial aspect is the missions you're set 
On the second level you have to find an 
electron storm and report its location to one 
of the planets, as well as bumping off a good 
few aliens. The game now becomes a real 
battle not just to shoot ships but to complete 
tasks and get through the levels, not forgetting 
the strategic side of choosing weapons. A very 
slick and enjoyable package, stuffed full of 
great graphics and gameplay. BW 


FIRST-DAY TARGET SCORE 
Complete level | 


in visual 
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You may be forgiven for thinking “Oh, no, not 
another flight simulation,” but Microprose has 
come out with another classic. To my mind 
this ome incorporates the skill and agility 
needed to fly, with the excitement of air battle. 

What sets this aside from the others is the 
four sinll levels: arcade, rooine, pilot and ace. 
Arcade doesn't give a true flight simulation 
but lets you get used to the aircraft's systems. 
The other three levels allow true flight simula- 
tion with the line of the horizon changing as 
you bank the aircraft. 

Your plane's cockpit is very sophisticated, 
with all the latest technology crammed into it 
- there's even an ejector seal. You have a radar 
with three different range options. There is a 
display of weapons status showing how many 
of the on-board weapons you've used. It also 
shows when auxiliary fuel tanks have been 
used. This is very useful, as you might want 
to drop them to make your remaining fuel last 
longer. You also have a Horzontal Situation 





The Verdict 
GRAPHICS 
| | Fast drawing of the vector shapes 


68%. 


| ™ Boring shapes for missiles and targets 


SONICS 
|. Good for a flight simulation 


GRAB FACTOR 83% 
| a Arcade level lets you get into the game 
| | Excellent instructions and presentation. 


'STAYING POWER 87% | 
|| Four skill levels | 
| | Each mission gets harder 


48%, 


] Love the game 
@ hate the nationalism 


Display showing a map of the area over which 
your mission will be flown. 

Tour purpose is to fly eight missions, 
described fully in the manual. You can take 
any of the first seven missions but must 
complete the seventh mission to be able to try 
the eighth. The first mission is set in Libya in 
1881. You must patrol the area and engage 
with any hostile aircraft only after they have 
shown some sign of aftack. It doesn't really 


SECOND OPINION 
Moans first: [ don? mind re-enactment! 
nussions, buf when they're al! in the 
Middle East or Asia where good old 
Uncle Sam's boys get fo shoot up those 
“pinko comme punks’, if gets ngnt up 
my nose. Why not warring over 
Washington, bombing Beverly Hills or 


nuking New York? 

Apart from that it's great. Skill levels 
fo sur everyone, plenty of difficulty and 
lots of vanety. My advice: buy the game 


and ignore the jingoism if you can BW 
GREEN SCREEN VIEW 

Clear and green as Mr Spock's biood - no 

probiems. 


matter whether they engage you first or not - 
you won't be penalized for it. 

The jobs is to fly over the enemy air- 
command centre and blow it up. You do this 
by snag ye Some. This will —- 
the triangle, which represents the target, & in 
the sights, press Fire. thant vom wank te Backs 
to hase. 








Steacily getting harder. The third is Haiphong 
1972, then Syria 1984, Hanoi 1972, lraq 198) 
and the Persian Gulf 1984. I didn't pass this on 
the “arcade” level. 








There is no landing or talang off in this 
fight simulation. It's past mid-air flight and the 
massacre of as many enemy bases and planes 
as possible. Your fuel is limited and will 
deplete at a rate comparable to your speed. 
You have ten speeds and an “afterburner” 
option. This will increase your thrust to 100%. 
it you need rapid deceleration you can uss 


also applies to surface-to-air missiles. You 
have an on-board ECM jamming system which 
You can release a flare to divert heat-seeking 
missiles. You can engage enemy aircraft with 
medium-range missiles, short-range rmussiles 
or cannon gunfire. 

The second mission is to fly into Egypt 
(1973) and destroy the command centre. The 
rest of the missions take the same format, 


shoot to bell 


ACTION TEST 








The politics leave a lot to be desired I 
am sure that Microprose released it in this 
country (a conversion of the American origi- 


Your F-l> engages over Nee) 


nal) only after the present UK government 
allowed British bases to be used in the recent 
Amencan raid over Libya. - Oh, didnt I tell 
your Thats the eighth mission. You mist 
re-enact the part played by the F-15 in that 
conflict. 

[ personally found this game extremely 
exciting. At first | thought it just plane sailing, 
but when “incoming SAM” messages and the 
like started to appear on the screen, my blood 
Started to race. When I got hit, the plane 
became extremely difficult to control and I 
battled with it all the way back to the base - 
but ran out of fuel just before reaching it. | 
ejected and was saved by my comrades. 

The ground underneath you is a gnd 
scrolling left to nght and up and down. All 
targets appear in vector graphics. As | say, I 
liked it. You might think me a flight-simulation 
fan. You're right. CB 





FIRST-DAY TARGET SCORE 
Reach the eighth mission on the “arcade” level. 
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ACTION TEST 








ZYNAPS 


Hewson, £8.95 cass, £14.95 dick, joystick or keys 





a a aE a 























THE LIVING DAYLIGHTS 


Domark, £9.95 cas, joystick or keys 


ior ae eh POR oe 
Lek 8 8 ie Ke SH a" 


| a Bas 





The first Bond game two years ago, View toa 
Kill, was hardly an auspicious affair. All the 
more sever for Damark t0 get its second one 
night — and it looks an awful |ot better. 1 haven't 
seen the film so I don't know how closely the 
game relates to it. But that's a good thing: judge 
ihe game on fis OWN Merits, not the film's. 
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Wanch out, watch out. 


ce a ee a ee 











The game is split into eight sections, each 
representing a location from the film. You have 
to fight your way along the nght-to-left scroll. 
ing levels, facing different dangers on each 
You can jump and do forward rolls as you 
stand or run. Moving the joystick left brings a 
cursor onto the screen — if acts as a sight for 
your gun or any other weapon youre carrying. 

The first locaton is Gibraltar. You're 
supposedly enjoying a harmless test of skill 
against the SAS. However there's an enemy 
out to kill you SAS men pop up in the back- 
ground scenery and shoot at you; you have to 
jump over rocks in the foreground tha! will 
otherwise trip you up. At the end of the level 
is the enemy you have to shoot, and then you 
can progress to the next level. 

A strength gauge goes down as bullets 
hit you or you bump into or fall over things 
When it reaches zero you lose one of your five 
lives and have to start the current level again. 
Strength can run out very quickly, so you 
always need to take lots of evasive action to 
stay alive. 




















t 
\ 
' 
| 


EE NG 
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Here we have a space-based shoot-em-up 
looking similar to Nemesis, but one that I feel 
will give enjoyment for many hours. You play 
the hero (there's a novelty'), who has escaped 
from an alien space station. You have stolen 
a Scorpion fighter which you must fly through 
all of the defences thrown at you by the 
surrounding aliens. Exciting, ain't if 





Imagine your pulse rate msing as You set 
off in your Scorpion fighter. Allens blocking 
your path. Your only way out is to shoot like 
crazy. When you shoot some of the aliens they 
drop lithe capsules which you can pick up. 
The capsules can be used as weapon en- 
hancements or just collected for points and to 
step through the weapon options available 
The first option increases your speed, the 
second increases your firepower, the third 
activates your bomb thrower, while the fourth 
and fifth enable missile targeting and seeker 


At the end of the level a screen represent- 
choose one of four weapons or objects to carry 
in addition to your ever-present Walther PPK. 
one of the objects will be of real use on the 





missile-firing pen and ghetto-blaster (rockets 
rather than rock) on the offensive side. Some 


On the aad level you're joined by 
Koskov, a EGE defector, who will follow you 
have to jump over and duck under pipes while 
men on gantries throw things at you. Next 
comes a very tricky level where a milkman 
throws deadly bottles of gold-top at you at the 


missiles 

The method is similar to Nemesis. Every 
time you pick up a capsule your “weaponry 
activation indicator” displays the next weapon 
option icon: speedup, firepower, bombs, mus- 
sles or seeker. To activate this mode you must 
keep your finger on the Fire button unt your 
ship starts to flash. Keep your finger there and 
collect ancther capsule, which enables the 
selected mode 

The most common enemies are the small 
craft, which can be destroyed with one shot 
by a laser, bomb or seeker missile. Homing 
missiles canna lock on to such small targets 
Along the way you will encounter ground 
installations, which are difficult to destroy both 


The Verdict 
GRAPHICS 
Smooth-scrolling scenery 
Good use of colour 


SONICS 
Briluant title music 
GRAB FACTOR 


Fast and easy shooting 
@ Collision detection is rather annoying. 


STAYING POWER 82% 
Varying weapon choice adds to the fun 
Plenty of tough levels to get through 


AA RATING 3% 
Worth buying for the funky music alone 


T7T% 


Tl% 


85% 





The scrolling backgrounds are nicely 
done, and so is the animation of Bond and 
some of the other characters. The action is a 
bit stop-go at times, but there's always some- 
thing to do - either mmning and avoiding or 
cism is that with most of the characters who 


there 4 a milkman about 





ACTION TEST 


in respect of firepower and accessibility 

Alben command ships are bigger than the 
other spacecraft but to my mind can be 
destroyed a lot more easily than the instruc- 
tions state. At the end of level one you will 
encounter a very aptly named mothership. | 
found it almost impossible to destroy. But if 
you hang around long enough without geting 
destroyed yourself, you will gain entry to the 
nest lewel 

On the next level you will be confronted 
by one of the many “nafural hazards which 
will hinder your aftempt to reach safety. These 
hazards are asteroids, shaped very much like 
the cabbages in Moon Cresta. They move 
about quite well for asteroids and cannot be 
shot. It really starts to get difficull when the 
alien craft appear as well 

The collision detection is poor, and very 
annoying at times. After a few goes you'll 
realise where the danger points are and how 
to steer through them. It took me quite a while 
to beat the mothership — the key is in the 
Weapon youre carrying. Every time you get 
shot or crash into the scenery, you will start 
off at the beginning of the level without your 
weapons. On later levels there are inter- 
mediate starting spots to make things less 
frustrating 

Graphics are better than games like 
Nemesis —- much cleaner and more colourful. 
Anyway, a very good game worth gefting just 
to listen to the music. It has that funky sort of 
spaced-out feeling to it with an unexpected 
chord here and there. CB 


FIRST-DAY TARGET SCORE 
16,000 





avoid their bullets, and therefore the element 
of akill is diminished. Daylights is not a classic 
Y any means but should provide plenty of 



























| GRAPHICS 70% 
Colourful scrolling backgrounds. 
Good animation of Bond 


| SONICS 66% 
|_|] Some good bits from the theme tune 
GRAB FACTOR 71% 

|_| Good mux of jumping, rolling and 

shooting 

| Different chalenge and weapons in the 
eight levels 


STATING POWER 65% 

|] The levels get tough 

@ The action is a bit stop-go and can all be 
over very quickly, 


VT Gal te 
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MUTANTS ~ 


Ocean, £8.95 cass, £14.95 disk, joystick or ma 


The ship in this game is called the Rambow 97 
Warrior”. Could this be coincidence? OF ama) 

the programmers members of Greenp&aee or, | 
the French secret service? The gamé fag. 
nothing to do with ships being blown up in. 
New Zealand, so let's presume it's the produet 


of a Warped mind. 

The whole thing does in fact take place 
in space, where you have to collect a com 
ponent from each of 15 zones and assemble 
a self-destruct mechanism in the 16th zone. In 
each of the 15 zones there is a different breed 
of allen mutation that has to be overcome in 
order to get the component 

You can choose to take one of three 
weapons info a zone: missiles, barriers or 


A mutant web surrounds the ship 


! have to disagree with Bob: he has been 
too harsh on the graphics. In general they 
are pleasing and there's plenty of variety. 
An enjoyable game to start with, but the 
action becomes too repetitive. RpM 


GREEN SCREEN VIEW 
All the monsters from miles around are 
visibje. 













Seeperucies, boxes that 
)))Spheres and several other nasty problems 


pid-fire and just like 2 any other bullet. 

The mutants come in various guises: 
§ that create a deadly web, clouds of 
release swarming 


can be deal with only by a specific 


wy weapon, while others can be got past with a 


The Verdict 
GRAPHICS 
Some mulants are interestingly 
presented 
@ Most things are dull and simple in design : 


SONICS 24% 

@ A few imtating effects | 

GRAB FACTOR 59% 
15 zones are intriguing at first. 


@ Mutants don't always seem to behave as 
originally intended | 


| STAYING POWER 


| Tnecky getting all the components 
@ Some zones are too sumilar and too easy. 


AA RATING 


56% 


52% | 














prayer and flying by the seat of your pants. 
It's a Very inthiguing game that is initially 
fascinating to discover. However, some of the 
fOnes jist arent up to scratch and show strong 
signs of having lost something in translation. 
The graphics are also disappomting, mostly 
drab and simple in design. A truly average 
game. BW 


FIRST-DAY TARGET SCORE 
Clear six zones 











QUARTET 


Activision, (9.99 cass, (14.99 disk, joystick or keys 


The derivation of this game is obvious — it was 
a four-player arcade game trying to follow up 
on the success of Gauntlet. Like the US Gold 
smash on home micros, it allows action by two 
players only, rather than four. The gameplay 
is much different from Gauntlet but will it be 
anything ike as big a hit? 

The game is made up of 15 levels. They 
cycle around, getting harder. The aim on each 
level is to destroy a large mechanical monster 
to get a key, and then use the key to get 
through the emt to the next level You can 
control one of four characters, all with very 


Detailed characters but drab screens 
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Sprningy JUMping powers, a weapon and the 
ability to crawl under things. 

The levels are made up of platforms, 
obstacles and conveyor belts which you have 
to get through to find the monster. On the way 
there are lots of portals thal spew oul other 
alien creatures to atlack you. The monster 
takes many shots to destroy, leaving behimd 
ihe exit key 

The aliens come in many forms: a flying 
fist, spiky balls, robots and other bipeds. They 
Can stun you on contact, causing a loss of 


The Verdict 
GRAPHICS 
| Detail on most characters. 
@ Appallingly bad use of colour 


SONICS 


@ A few simple effects 


GRAB FACTOR 42%, | 
| _!) Some interest in exploring first 15 levels 
| @ Action is repetitive and won't get you 
| going 
STAYING POWER 
@ Levels lack variety. 


37% 


22% 


35% | 


@ Even two-player games lack excitement. 


AA RATING 


: @ A disappointing arcade conversion 





Hung, drawn and quartetied 





energy. Your energy reserves are substantial 
and take a long while to use up 

There are objects to pick up along the 
way, including a shield and a jetpack with 
which you can float instead of walk and jump. 
O§ihers provide extra jumping power, change 
your Weapon, stop the aliens, or destroy them 
all 


ft is hard to bebeve that a game can come 
Actvision has managed #. A 
eal alte as there is a good idea behind 
Quartet. Unfortunately if is Jost 
somewhere in the colour clash, finny 
sound and honific use of colour. EpM 


sounds okay so far, but the problem is 
that the graphics are appalling and the game- 
play monotonous. The characters are detailed, 
but the use of colowr is terrible portals 
disappearing in the drab backgrounds. Games 
last for ages and you get stunned (die) so many 
times there's nothing to get your adrenalin 
going. Disappointing is about the best to be 
said for it BW 


FIRST-DAY TARGET SCORE 
See all 15 leveis 








Gremiin, £9.99 cass, £14.99 disk, joystick or keys 


Yawn, yawn. Another combat game. Surely 
this type of game has had its day. Samurai 
Trilogy does in some way attempt to give 
something new to combat garning. But ah, well 

Apparently deep in the onental province 
of the Nang River there lives a breed of 
fighting warriors highly skilled in the arts of 
Karale, samilral, and kendo. You play the pari 
of a trainee under the Supreme Master Chu 
Yu = t gets comier. Chu Yu will impart his 
wisdom to you as you battle to become a 
samural warlord. 

Tou can choose one of the three disci- 
pines. In karate your possible actions are 
fying lock, spin kick, turn, punch, backward 
and forward shuffles, high kick, jumping kick 
and a swapping chop. In kendo: jumping cut, 
exchange cut, lunge, overhead cut, and the 
usual forward and backward movements. In 
samurai: overhead cut, side cut, point thrust, 
overhead parry and kick, and the usual move- 
ments. 

Before facing each opponent, you must 
decide which of the five defence and offence 
options you should put more bias on. You do 
tus by allocating points - you have five — to 
each option. It's complicated, but you'll under- 
stand when you play the game. 


ELECTION 
Virgin, £9.95 cass, joystick or keys 


Virgin missed the election by a mile when this 
game finally hit the streets, but if | know them 
they'll just re-release if the next time an 
election comes around. As a game it still holds 
together anyway, and you dont need all the 
hype surrounding the real thing to appreciate 
it. 7 
You can take the role of one 
of the five party leaders: Matcher, 
Ninnock, Owing, Pig-iron or Daniel! 
Pauls (the leader of the Idealist ‘i 
party composed of celebrities). 
The task of each is to get 101 votes 
by a mixture of dodgy dealings. 





el widine ot caine Ba waltiingents> 
those who enjoy a spot of electioneering. 
RpM 





There are 40 characters in the game and 
many other votes that can be gained at named 
locations. Some characters start off with party 
aleqances and can help you in your task to 
win others over. The main method of getting 
voles is dropping manifestos in named loca- 
tions, each location gaining you ten votes. 

As you race around the 106 locations you 
can access a menu of options. You can take, 
drop, give, ask, order, pause, canvass or slur. 
Take, drop and give refer to objects: ask, 
order, Canvass and slur refer to people. 

Objects in the game can be given to 
people a5 incentives or fo increase your 
slurring power, Some objects enhance your 
credibility rating (resistance to slurring) or the 
financial incentives (bribes) you can give. 


Al TRILOGY 


SECOND OPINION 
fanny. This ian’. R's get three types of 
there's not a lot else going fer &. The 
combat game doesn't have anywhere 
else fo go except downhill I'm afraid. J 
think someone should decapitate them 
quick. BW 








I'm very sorry, but I don't like this game. 
The movement of the characters is sluggish 
and badly animated. The different moves are 
very limited and lack potency. The graphics 
are made up of boring colours, though more 
than one colour is used in drawing the charac- 
ters. Sound is uggh! Certainly not one for my 
collection. I will be glad to give it back to Bab. 


FIRST-DAY TARGET 5CORE 
Beat someone! 


> ae 


You can ask characters Ja { 
what they think of you or try 
ordering them to help you. If 
they aren't co-operative you 
Can try to canvass them [to win 
them over to your side, or 
resort to slurring them to 
reduce their credibility to zero 
and putting them out of 
action for a while 

The game is entertaining with funny 
touches and an interesting task. | found it 
difficull to get anywhere because i's extreme- 
ly difficult to build support, not helped by 
occasional crashes. | think the path to victory 
needed to be better thought out but otherwise 
it's an enjoyable game BW 


FIRST-DAY TARGET SCORE 
Ge! over 50 votes 


ACTION TEST 























The hack and thrust of combat action | aby 


The Verdict 
GRAPHICS 46% | 
@ Drab colours used for everything. 
@ Poor animation. 


| SONICS 
| @ Say what? 


GRAB FACTOR 49% 
| () A combat buff might like it initially. 
| @ Tape loading is a long yawn. 


/STAYING POWER 47% 
| () Three different disciplines to get into. 
@ Same old combat stuff. 


39%, | 


































AA RATING 
@ A poor combat replica 









GRAPHICS 
_] Good caricatures of the politicians. 
@ Most locations are plain and 

uninteresting. 


SONICS 47», | 
@ Similar to Geoffrey Howe's speeches. 


GRAB FACTOR 68%, 
_] Interesting exploring and trying to win 
VOUS 





@ Crashed several times. 


STAYING POWER 67% 
_] Difficult to get elected. 

_| Several different electioneering tactics 
possible 


AA RATING 67% 
_] A bit late but enjoyable still. 
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ACTION TEST 


MOUNTIE 
MICK’S 
DEATH RIDE 


Reaktor, £4.99 cass, joystick or keys 











A race along a train, similar to Express Haider. 
As the train scrolls across the screen you have 
to make your way along it, shooting the bad 
I . Watch out for tunnels and leaking gas 


The Verdict 
GRAPHICS 52% 
| Fairly good scrolling of the train. 

@ Characters and carriages are chunky. 


SONICS él% 


|| Some nice music tootles along 


GRAB FACTOR 


55% | 
L] Tricky task getting along the train. 
@ Control is awkward to get used to. 


STAYING POWER 60% 

_] Tunnels, gas leaks and many trains to | 
deal with. 

@ Some obstacles are frustratingly difficult 
to get past, 


AA RATING 





DEATHSCAPE 
Starlight, £8.99 cass, (14.99 disk, joystick or keys 


Back to the good old days of trench flying. 
Hordes of aliens whiz straight at you to be 
blasted away. Not very subtle, but there's no 
shortage of action. You've probably seen 
others like it. 





| The Verdict 
GRAPHICS 
|) Some nice ship sprites. 
@ Little else on screen. 


| SONICS 
L|] Good music. 
| GRAB FACTOR 55% 
_) Certainly no shortage of things to shoot. 


| @ Not much difference between the attack 
patterns. 


STAYING POWER 


65% 


AA RATING 
@ Definitely overpriced for what it is 
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48% | 


@ Wave after wave of the gare sort of stuff. | 





Ta h Hin | japeatt tl 


TRHAIH 1 


_—-_ 











BALLOON 
CHALLENGE 


Virgin, £7.95 cass, £12.95 disk, joystick or keys 








mM tIisiegigials 


t 


Re-live the hot-air balloon crossing of the 
Atlantic with some silly bits thrown in. Com- 
pete against another balloon; control eagles 
to protect your balloon against the weather 
and man-made dangers 


















Starlight, £8.99 cass, (14.99 disk, joystick or keys 


The slowest isometnic-2D game [ve ever seen 
If the single-colour graphics didn’t put you off, 
the termbly slow gameplay will. Even hard- 
ened 3D arcade adventurers will find tt difficult 
to stick with this one 


Branson's in a pickle again 


SONICS 





GRAPHICS 


STAYING POWER 






























The Verdict 
GRAPHICS 54% 
|) Doesn't the balloon sink realistically? 
@ Mostly simple and uninspiring little char- 

acters. 


44>, 


@ A few unstimulating effects. 


GRAB FACTOR 52% 
_| Always something to shoot at or do. 
@ Tasks tend to be simple and unexciting 


STAYING POWER 56% 
_] Difficult te get across the pond. 
_) Two-player game adds interest. 


AA RATING 








The Verdict . 


@ Single-colour graphics. 
B Movement is sooooo0 slocoooocow! 


SONICS 34% | 


@ Not very impressive effects 


GRAB FACTOR 24% | 
@ Takes ages to get anywhere in the game 
both in terms of movement and puz- 
eles. 


32% 

_IIf you can persevere, the puzmles may 
provide you with interest. 

@ But the frustrating gameplay is likely to 

prove too much. 


AA RATING 28°. 
@ Nowhere near the standard of othe 








isometric-ID games. 























| \I/ 
SCREENVISION 


TURNS YOUR MONITOR 
| INTO A COLOUR TV! 
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Congratulations to those who 
worked out that it was Norman &t 
john Gillham MP who committed 
the murder in our “Detect a prize” 
competition (AA 22). Many of you 
thought it was Dr Ebenezer Mon- 
teiro or Lord Nagel of Maple. But 
it wasnt Dr Ebenezer because a 
burglar wouldnt have left £20 
notes lying around. And Lord 
Nagel was a tee-totaller, whereas 
there were two glasses of whisky. 

The winner of the first prize, 
a pocket camera, is Kyle Cham- 
bers of Ascot. The 30 runners-up, 
who get a copy of the game, are: 


Preston, lain 


_ Disk priz 


Many readers are obviously eager 
to get hands on hardware goodies: 
the response to the “Silicon Slices” 
competition in ALA 22 was pheno- 
in. Few answered the questions 
incorrectly. Just to put your mind 
at rest, here are the correct ans- 
wets: 

l The Megadnve can store [06k 
of data. 

2 Your Amstrad can have a total 
of two drives. 

3 Amram contains sideways ram. 
4 RAM stands for ramdom-access 
memory. 





All enties were shuffled 

around in a large trough, and 
@ Vincenzo Vibio of Torino, Italy, 
was the first name out of the bag. 
He gets the Megadrive — he asked 
for 54-inch. (Who says overseas 
readers have no fair chance in AA 
comps?) 
drive, which will sit neatly on top 
of his Amstrad's built-in drive. 
@ Jason Hamlin of Parslow, Bucks, 
of ram and sockets for four roms. 
@ And AP Freeman of Rocdington, 
near Shrewsbury, wins the original 
Amram with lék of ram. 





For sale 


6128 wypetem, colour and mono monitors, 
RSI, sacks of software: languages, applica. 
tons, games on disk and cassette. Technical 
mands and books, £400 Won't spin. (0s 
a0) 44 weekends or évenings if hicky. 

Mahjong stock clearance. Ametrad Action 
overall rating TOS, September 1986. Pull 





inatrucioms, £1.50 nc pip while socks last 
Cheqae or PO to: Liffeoft, 2 Garretts Green 
Lam, Yardley, Rirrmungham, 826 2HP 

Back number of Amstrad Action, Amin, 
ACY, Computing with the Aumstrad. Incivichual 
copies TSp each or 2) for £10 Enclose large 





inch disks £10, AMX mouse anc ar software 
(835) 65 0658 after Tpm 


DDM-1 interface only £25. 2k bafler for M080 
£15. @ Dublin (0001) 94 7582 or write to Tony 
Enright, "Crosafieid”, Firhoure Rd, Temple. 
ogue, Dublin 16, ireland. 


hapat Writing), split-screen modes, meulti-direc- 
toma scrolling, eecape and reset on/off, 
double hesght and lots more! Only £7.85 tape 
and £5.95 disk! Package inchodes disk or tape 
and comprehensive |T-page manual Any 
Rao Programmer can wee if to add spectacu- 
lar effects to masterpieces! Make the cheque 
payable to “Bascaid Produchons” and send 
to Basico Productions, 92 Hibecde Gardena, 
Edgware, Miche 

for anybody thinking of gaimg into comenuri- 
cation ora. M Mohd-Salleh @ 01-58] S687 oF 
01-381 14a 





Eproms programmed. All Rasoc of machine- 
code programé translerred {disk of _— 
gubject to copyright. (12 for the fire 
eee inl Bean atibicnah Wie Sima tns 
service. Gareth HF (04974) 440, evenings 
Eprom service: Trancle: your scfrware to |fir 
eprom. Only £% Send sae and your details 
Andrew MacPhee, 10 Ray new Creacen:, Litie 
Oakley, Harwich Essex, OOl3 SED 








This new section of the magazine offers you 
the chance to speak directly to the huge 
waiting world of CPC owners — or would-be 
owners. Users report good results. 

You can place an ad of up to 30 words 


Order form 


for just £5. So you could use it to sell a printer 
or launch a user or publicize a piece of 
software you've written. 

One thing you can’ advertise is the sale 
or swap of software you've purchased. Such 





ads can be misused by software pirates. 
Just fill in the application form and send 


it to us together with payment. We'll then place 


the ad in the next available issue (published 
2-T weeks after we receive your order.) 





Satie tinue tie Wilh etdia aiealidaleniaat Ie Ges mead eed iaeas' oh Remote Aotion 


AS SS AEE a 8 I enclose payment of £5 by Cheque / PO / Access / Visa 


Ader ess PEOPLE h eT ee Cece Lee LEP Te Pete Lee Pee rrr rerTrorterrr@rrerrertter et | fotrrerre tT) Credit card Nut ub iT Saab BPE oP BS dP Sb Sack BPS SP EES EFS PES Pe Pests rsd PE Pee Eee ede ee 
Creclit Card @2iry Gate .......:0cccccscssessorsecrssrescsssstsctscsseesssnessssssssrssssesecseerse 
Telephone... 


Classification: (L) For sale 


Please make cheques and POs payable to Future Publishing Lid 


[] Wanted () Services OC) User groups (C) Other 








Write your advertisement here, one word per box If you want your name or phone number printed, they must be included in the boxes. 
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Taking out a £16.50 subscription to Amstrad 
Action doesnt just guarantee you |2 issues ol 
the magazine you love 

It also Brings You a gorgeous piece ol 
soltware completely free of charge 

For 464 owners there's Krakout on cas 
sette, Gremlin Graphics amazingly addictiv 
Breakout game (an AA Rave in Juiy) 

Or, for 6128 owners. theres an AA Spe 
cial, a unique version of Armors wide 
claimed spelling checker P 
ine fancier faatures of the 


£29.95) have been removed, but Easy ProSpell 


POs te | Th 
bh | iy rSsvo | 


still offers a lightning fast spel 
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Now only £3.95 — save £3!! 


This book is basically a cleveriy-presented 
library of type-in programs for people who 
want to put their computer to good use 
Programs included are Graph, Pie- 
@ Chart, four separate clock and timer utilities, 
3D Bar Chart, customised character sel, high 
resolution designs, music, Unilila —a 
personal powertul filing system, Name and 
number dictionary, Text-ed, MulttQ, Banker 








| The Amstrad Action Collection 85-86 
Now only £3.95 —_ save £3!! 





SPECIAL OFFERS 














THE Wels 4inie AMSTRAD 





and Accountant. 
explained in detail, so you should be able to 
tailor them to your own requirements. And 
what makes the book particularly good is that | 
each program is divided into separalely 
explained modules — you automatically leam 
structured programming as you go along. 
216 pages of high-quality material. 
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SPECIAL OFFERS 








DCCER 


UNDER HALF PRICE ! — only £5.95 on disk!! 


This AA Rave has to be the best football maybe you can cheer up Bob Wade by 

management program available on the guiding Wimbledon to the top of the first 

Amstrad. It puts you in the role of a division... 

laague manager and all the financial This game has been really 

and personnel decisions that involves. hard to get hold of, bul we've managed 
Expenence the agony of to find a couple hundred disks at a very 

sweating over your team selection and special price, so take your chance while 

then watching your players you can. \Ve're over the moon about 

outmanoeuvred on the pitch during the this one. 

graphic highlights of each match! Or 






















2-piece set only £6.95 


Ever wondered why you see so many com The specially-commussioned Amstrad Ac 
puter dust covers advertised? It's because fon covers are made from high-quality, water: 
computers dont like dust. Over a pernod of proof PVC. Theyre coloured a gentle beige 
ime it can make them very ul indeed: disk with smart blue trimmung and matching Am 


cnves and cassette decks in particular can strad Achon logo 


suller serious, sometimes fatal damage You can order a 2-piece set tailormade 
A set of dust covers provides a neat for your CPC system — just choose the correct 
| solution. And there's the added bonus of order code from the list next to the order form 


| smartening up the hardwares appearance 


when its not in use 





SPECIAL OFFERS 


The ultimate word-processing 

combination 

For Amstrad CPC 464, 664 and 6128. 

PACKAGE | - save £15:!! PACKAGE 3 — save £45!! 


® ROMBO ROM-box @ ROMBO FOM-box 

@ PROTEXT on ROM @ PROTEAT on ROM 
Only £59.90 complete @ PROSPELL on ROM 
@ PROMERGE on ROM 
Only £99.50 complete 


PACKAGE 2 - save £30!! 
@ ROMBO ROM-box 

@ PROTEXT on ROM 

@ PROSPELL on FROM 

Only £79.90 complete 





There 1s a way of achieving blinding word: 
processing power on an Amstrad CPC. You ‘i 
take the best availabe package, custom-writ- 
ten to the Amstrad § strengins —- thats Protext 
And you run it from a ROM chip plugged 
directly into the back of your machine. That 
gives two Big advantages — it loads instantly, 
and it doesnt use up any of your RAM, so you 
can handle long documents in memory 

The combination is starting. Youll find 
you can zoom around a SOK file at lightning 
speed, far more effectively than on any other 
CPC word-processor. Formatting, copying, 
search and replace are all done at a pace 
which puts to shame more expensive pac- 
kages. And the speed isnt achieved at the 
expense of features - Prorext boasts a fully 
professional spec. We know, because we use 
tto white Amstrad Action 

The Aombo ROM-board which were 
Supplying with Frofext is probably the besi 
available. It includes some clever electronics 
whicn allow you to run any CPC ROM on any 
of the CPC machines. And after you've fired 
theProfext chip there's space for seven more 
should you get ROM-addicted. Were offering, 
packages which also contain Amor's superb 
spelling-checker FProSpe/l/ and mailmerge! 
ProMerge 

Profext alone normally costs £39.95 on 
ROM whila ROMBO retails at £34.95, the same 
nce as ProMerge and ProSpei/ when bought 
separately, SO our packages offer you a 
remarkable bargain. And if youd preter, we 
can also supply the software on cassette or 
cisk at discounted prices details on next 


mMchevet combination you choose 
ProfexT if a must lor senous word-processing 


HOW TO ORDER 


Use the form on the next page (the order 
code of the product you want is listed next 
to the form). Or telephone ws with your 


credit card details on 0458-74192 (24-hour AMSTRAD ACTION 63 


answerphone) or 0458-74011 (a human being 
in office hours) 
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Send this form plus payment to: AA Mall Order, The Old Barn, Somerton, Somerset, TAI! 7PY 


ORDER FORM — AA 24 | 
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OUR ORDER 


(TEM 
Machine owned: — CPC 464 — CPC 664 _) cPCcéi28 | : 
SUBSCRIPTION 


"7 i " : . Hie a. j a ae] =] Ec rj P * 
Please send me the following items trom the Amstrad Action special offer pages with Krakout £16.50 AZS0 
fe ee en ee ee ee ee ee eee tn ee es 0 EE —————— Ee ™ th: E asy Prospe i d i E a G 50 Aaa a 


ORDER OODE Sos DESCRIPTION | Pace 






CHEAT MODE BOOK £3.05 AzaZ 
THE WORKING AMSTRAD...€3.95 Aza 


HEWSON GAMES 
Exolon CASS P6405 Aza4 


Exolon DISK i705 AzZzSaS5 
rynapse CASS 6.05 Az36 
Zynapse DISK £12.95 Aza? 


BIG LEAGUE SOCCER 2 
Disk only £5.95 A238 


PHOTEAT « ROMBO 
package 1 €5990 A201 


package 2 £r9.90 ADO? 
TOTAL PAYAGLE package 3 Poo.00 A203 


Plaase circle your method of payment: ACCESS : VISA » CHEQUE + PO 


Make cheques + postal orders payable lo FUTURE PUBLISHING LTD. Hf paying by credil card, please enter detalls: 


CREDIT CARD NUMBER | EXP. DATE 


* =. ~ > ; z = = . 
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PROTEXT on CASSETTE 


CPC 464 cobour.............. 


16.95 


ee aS 1 


ansaid £6.95 


26.95 
6.95 


THINGI 


MQht-Ol-SCr@eN ..... occ ESE 


AA BINDER .................. pas 


ere BS 





Only £5.95— save £2! 
What's white, dangles papers next to your 


computer screen, and costs two pounds less 
ings bought 


than in the shops? Yes, a 
through Amstrad Action. 3 sy \ 

This remarkable computer s PeBSONY 
an idea so simple its ing \ La ‘\e ld dr 
matically ease your hours @ : Ake is a1 ¥ K 
itis is a cleverly shaped piece of plasni 
attaches via Velcro to the { 3p : 
But with a Thingi on your 
documents, letters or prog 
right next to the screen i 
Position. 





WANT A THINGI? 


Any task involving copying off paper is 
thereby made much easier and faster. In fact, 
the clip supplied is sturdy enough to support 
an issue of Amstrad Action open, say, af the 
Type-Ins section. 

The Thingi comes in two versions, one 
for positioning to the left of the screen, the 
other to the mght — the Velcro adjustment 
allows easy readjustment or temporary re- 
moval. 


Miliy sensible, cost-effective add-on 





24-HOUR HOTLINE 
& 0458-74192 


If you own Access or Visa credit cards you can place your 
order by telephone at any time of day or night, seven days a 
week. just dial 0458-74192 and be ready with your name and 


address, credit card number and expiry date, and the details 
of the software you wish to order. Alternatively, if you prefer 
a human being to an answerphone, you can ring 0458-7401 | 
during office hours and ask for “Credit Card Orders” 
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After our own glossary of gully 
jargon terms last month you've 
come up with a few of your own. 
Some seemed to reflect a degree 
of bitterness towards a few soft- 
ware houses —- we hope you got it 
off your chests. (NB: the following 
is a complete pack of lies.) 

A Broce of Harrow actually 
sent these in before our jargon 
appeared. Warped minds think 
alike, nght? 

“Amstrad” = Alan Michael Sugar 
TRADing, formerly known as Hi-Fi 
Lids Ltd. 

“Amseoft” a cunning ploy de- 
vised by Amstrad to palm off 
aforesaid hi-fi lids as computer 
software 

“Benchmark” = the size of the 
scorchmark when you overheat- 
ing Spectrum finally melts. 

“Load” = your baby brother tells 
you he's succesfully loaded a disk 
into your 464. Then you realize 
your 464 doesnt have a disk 
drive... 

“Inkey" = wasnt he one of the 
Pacman ghosts? 

"Log" = another name for the 
Spectrum because they both burn 
equally well. 

“Wait” = a word so popular in the 
Amstrad Consumer Enquines 
Dept. that they decided to include 
it in the Basic. 

From Paul Page of Solihull 
we have these: 

“Brilliant vector graphics” = the 
programmer can program only 
straight lines. 

“Superb two-player game” = you 
have to wait your turn while a 
smart-alec scores 4,000,000 points. 

These are from Neil Selwyn 

of Weet Lulworth: 
“Here's what the reviewers think 
of it" = an extract from a Commo- 
dore mag about a completely 
different game. 








The Best Joysticks Under The Sun 


MicroProse Ltd. 2 Market Place, Tetbury Gloucestershire GL8 8DA Tel: (0666) 54326 Telex: 43422 MPS’UKG 
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“Very addictive” 


= | havent got 
round to playing this yet. 


“The best thing since sliced 
bread” = the best thing to do is 
eat it. 


“We had a sneak preview = we 
saw a screenshot from the ZXB8] 
YerTsion. 
“| blame it on Toot” = | was drunk 
at the time /asholupley nggikulos 

edsh) 

And lastly some from Mark 

Parkinson of Longridge: 
“Baud rate = a unit of measure- 
ment weed to calculate the time il 
takes you to doze off when listen- 
ing to someone talking about inter- 
faces. 
“Parity” something you go to 
with jelly, ice-cream and a funny 
hat 
“Near-letter quality” = so near you 
can almost read it. 


"Poke" = something you do to a 

software house (no names, no 

pack drill) after a naff conversion. 

“Bar-command” = use this when 

ordering a drink. —_— 
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Tl bet you've been wondering 
what the ternble twins at Domark, 
DOmuinic Wheatley and MARE 
Strachan, had to do to get the 
licence to The Living Daylights. 
Well now we can , exclusively 
reveal the truth through a Fasiie' 


q 
: , ME Fe 
F 


Ta es aE rae ‘io 2 Pee fee | 


snapped af Pinewood Studios. 
Mark has been cleaning “Cubby” 
Broccolis car (hes produced 
nearly all the Bond films), while 
Dominic has been hoovering the 
office and making the tea for him. 
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